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With the power of 3DIfx 
EIDOS brought Lara Croft from concept... 





Lara Croft starring in 
Tomb Raider III, 1999 
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WELCOME TO VOODOO (SPRING ‘99 BIG BEAT REMIX) 


Just as Spring is the beginning of a new year for Voodoo Magazine 
so it is also for our compatriots over at 3Dfx. And the last year off 
the 3D Decade (as I’m sure it will come to be known) ts alread, 
looking to be rosy for both of us. 

To start with, 3Dfx has a brand new technology ready to floor 
you. It’ a little chipset called Voodoo 3 and it comes ina few different 
fruit flavors and colors, all designed to improve your world 
dramatically. Fast? You betcha. Tough? Oh yeah. Manufactured by 
Diamond, Creative, Guillemot, Canopus or Metabyte? Nope. 

Inan extremely daring move, 3Dfx has merged with STB Systems, 
creating a unified company that will produce 3Dfx branded hardware, 
starting with Voodoo 3. There are a lot of risks involved with this 
move, but | predict that it’s going to ultimately pay off huge. Its 
been hard for 3Dfx to sell itself over the past three years. With other 
companies producing the hardware, they've been held hostage in} 
many ways, unable to effect changes or steer marketing decisions 
down more sensible pathways. As a true hardware manufacturer, 
3Dfx now has their own ship to captain, from which they can chart} 
their own destiny. 

When | first heard the news, it was like Santa had delivered a 
late Christmas gift. If | had a nickel for every time a developer asked 
me, “So when is 3Dfx gonna get with it and produce their own 
board?,’”Id be living on a private island by now, playing Half Life 
ona 50-inch Sony monitor. In my mind, this move cements 3Dfx 
not only as a semi-conductor company, but as a true gaming platform 
as well. 

To celebrate all these new changes, 3Dfx has gone and changed | 
their logo on us. Expect to see the familiar powerfield logo phased 
out (although not as quickly as 3Dfx would hope, I’m sure). The 
new logo looks a little more corporate, but it’s also a lot more high- 
tech and professional. You will learn to love it, just like we shall. 

And things are looking up for Voodoo Magazine as well. Reader 
response in our first year has been huge and we're already planning) 
ways to make things better. But, enough. Go read the rest of the 
magazine already. 
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+ William Ball is the operator of Bills’ Workshop (www.billsworkshop.com), an Internet 
esource for reviews and information on video cards and home of the Unofficial 

Banshee Troubleshooting and Game Guide. Bill haunts the newsgroups and forums 
over al Microsolt Network where he is a Senior Assistant Forum Manager in MSN 

} Computing Central’s hardware forums. His home office is a tangled mess of computer 
systems and stacks of video cards. He rarely plays games beyond the first level except 
for benchmark purposes and maybe to glance at the graphics, but he admits to liki 
driving racing sims, a variety of first person shooters and slashers, and most EA Sports 


titles, 


* Grand Prix Legends # Need For Speed 3 © Hexen Il + Redline demo ® Thief 


féndrew §, Bub 
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| Magazine, GameCenter, GamePower, Happy Puppy, and Computer Games Strategy 
} Plus, and he has a regular column over at GamePen. Were it not for his job writing 
} about and playing she would probably be on some street comer, dressed in 
f g about some game or another, His wife, Linda, is glad it 
came to that. He also actually believes that Guiness Stout 1S good for him. 


* Sid Meier's Alpha Ce : MSCombat Sim # Sid Meier's 
Gettysburg * Madden “99 (‘cause on his PC, those Broncos are going down!) 
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g with computers ever since he dipped into his college | 
IIc to play Karateka...err, that is, to write, 
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mn good thing that Mike likes playing games or, aiter finishing at Stanford and! 
g for to Silicon Valley startups, his head probably would have exploded, He! 
perience anyways, since he invested in the 3D industry,! 
led to newsgroup reading led to newsgroup pasting lec 
urnalist at 3D OverTime (part of Voodoo Extreme), a! 
cation or trai 
in the industry, 
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Tom has been covering the videogame a er game industry for the past 4 


| 

| 

| years. He regularly contributes to USA Today, Newsweek, The Washington Post, 

| GameWEEK Magazine, Voodoo Magazine (duh!) and CNET Gamecenter. When no} 
| playing games, Tom lives life to the fullest with the love of his fife, Karen. 
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¢ Unreal Tournament ¢ Kingpin: Lite of Crime ® Starcraft: Brood War 
* Rainbow Six: Eagle Watch » Thief: The Dark Project 


Wants to ruin your Memoria! Day by revealing that young Anakin Skywalker 
eventually grows up to become Darth Hahahahaha! 


* Half Life (online) * Starsiege * Tribes « Thief © Turok 2  SpiceGirls 
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After holding out for as long as he could stand, Dave finally broke dawn and boughta 
DVD player, Of course it’s just a minor distraction to hold his interest until Voodoo} 
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reference cards go out. So until then, he’s watching his favorite scenes in Robocop, 
Starship Troopers, Spinal Tap, etc, frame by frame. He's also holding his breath until 
the next Star Wars movie hits the theaters 
| 
| * Thief « Half-Life « Heretic? ° Rogue Squadron ° Baldurs Gate 


Seeking sanctuary from the omniverous Oppression of the Evil Imaginary Empire, 
Space Sergeant Scott “Zuma” Wolf, freedom fighter and mercenary extraordinaire, 
abandonded the flaming carcass of his back-shot blasterbike and crossed the 
Dimensional Border into Voodoo Shore sometime after midnight, leaving his former 
masters quaking with rage and choking on their own ineffectual spittle. “One day! 
shall return and smite you alll” he roared, Laughing lustily, he tured his back forever 
onthe Evil Ones and blundered accidentally into one of his own traps... 


* Dawn of Aces + Rogue Squadron * Tomb Raider Ii 
* Speed Busters) * Unlawful Use ofa Weapon — the Game (this time) 
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Editorial Correction 


Hi, 

My name is Peter Leahy and I work for 
Totally Games, the developers of X-Wing 
Alliance. In your Winter 1998 issue, you 
did a feature on several upcoming titles 
(from LucasArts), including X-Wing 
Alliance. There were some inaccuracies at 
the beginning of the article at the expense 
of Totally Games. We were not originally 
informed who was seeing the game and 
did not get any more information until 
you had already left. Larry did take the 
time to answer some questions via e-mail; 
however, we never had a chance to talk to 
you directly about our game. Because of 
the factual nature of the errors, | would 
greatly appreciate a correction both on 
your web site and in a future issue. 

First, Larry Holland has independently 
developed six major titles for LucasArts 
and several add-ons and upgrades for 
those titles. He was never a LucasArts 
employee and all of these titles were 
developed externally by an independent 
team that he lead. The titles are: 
Battlehawks 1942, Their Finest Hour, 
Secret Weapons of the Luftwaffe, X-Wing, 
TIE Fighter, and X-Wing vs. TIE Fighter. 
Each title was created and designed by 
him and a team that he assembled. During 
the design of TIE Fighter, he & his team 
formed a corporation which became 
Totally Games in early 1995. The opening 
line “For the first time in the company his- 
tory, a Star Wars fight sim is being devel- 
oped outside the halls of the Death Star 
that is LucasArts” is completely wrong. 
Second, Totally Games not “Beyond 
Games” is the name of Larry’s company. 

Lastly, Totally Games/Larry Holland is 
the developer of all the titles in the X-Wing 
Space Combat Series. The only aspect of 
the game content that LucasArts assem- 
bles is the music score and sound effects 
which are re-compiled materials from 
Lucasfilm. The statement that “there is 
more than a little Lucas influence here” is 
misleading. 

Totally Games currently has three titles 
in different stages of development and will 
continue to pursue those projects when X- 
Wing Alliance is completed. 

If you would like to do a more in-depth 
article about Larry Holland or Totally 
Games as a developer we would greatly 
appreciate it. Totally Games has stood in 
the shadows of our own top selling titles a 
bit too long. 








Sincerely, 

Peter Leahy 

Totally Games 
http:/Awww,totallygames.com 





t How'd this happen? Whoever 
article is fired! 101 teach those writ- 
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Ainda hard to fire. 
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Instead, he offers this: 
Peter, 


Thank you for writing and letting me know 
of my mistakes, [ didn’t have nearly enough 
time to spend with each of the teams and prod- 
ucts that [ previewed in my article on 
LucasArts and it's no more evident than in this 
particular section, | even managed to set 
Totally Games’ name wrong — how T managed 
to pull off that particular idiocy, I'll never 
know, L certainly did not mean to demean the 
work that Larry Holland and Totally Games 
have done. 'm very much looking forward to 
playing X-Wing Alliance and I'nt very inter- 
ested in hearing more about the other titles cur- 
rently in development. Please accept my 
apologies. 





Chris Kramer 
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Ask And Ye Shall Receive... If We Feel 
Like It 


Nice magazine you have there!! I would 
like to ask you a few questions. 

I would appreciate if you would: 
1,.Do a comparison review between 

Banshee cards. 

2. Write an article about overclocking 
cards/boards/CPU’s and tips for cool- 
ing. 

. Tell how it is possible to overclock a 
Celeron up to 50% of its initial process- 
ing speed. Isn't it dangerous?? 

4, Give a full review on Voodoo 3, 

5. Tell how in the world you manage to 
play Zelda on the UltraHLE emulator? 
(I own the game, so I guess I’m fine). 
Mario runs right out of the box w/near 
perfect accuracy (I'm amazed this could 
be done in the first place. I mean, such a 
sophisticated piece of hardware like 
N64...) By the way, Nintendo and other 
companies (if they were smart) should 
realize the potential of this emulator, 
Imagine, no more ports, no more year- 
long wait for a game (when they are 
released first on consoles, of course) 
How about an article on this subject?? 


ow 


Thanks and take care! 
Adnel Ortiz 


Thankee, Adnel. 
1, Okay, if you want, Turn to page 90 and fill 
your brain with Bill’s incredible article.” 
2. 'm not a big fan of overclocking, myself. 
Manufacturers release hardware with set 
speeds for a reason and Tm not about to turn 
my $3000 PC into a pizza oven just to glean 
five more frames per second out of Unreal. 
Call me Mr. Cautious-Pants, but ['Il hang 
with what I'm given. : 
That's easy: Step One — pull out the 
Celeron processor. Step Two — Throzw it 
aay. Step Three — Buy a 500 MHz K6-3. 
Step Four — Put it back in your case. There 
You go, instant overclocking! 











4, OK, if you want. Turn to page 44 and mem- 


orize Michael Fleming’s Voodoo 3 examina- 





tion. 

5.1 don't use emulators. They are wrong. 
Please don’t look in my hard drive or report 
me to the IDSA. We're going to be doing an 
article on game console emulators that use 
3D accelerators in the next issue, though, 


Thanks For Fixing The Broken Software 
That I Paid $50 For 


I saw in your new issue ot Voodoo Mag, 
that Sierra is recalling NFL Football Pro 
‘99, offering money back and a new Sierra 
game, it reminds me of what Activision 
did with Sin. 

Thad bought Sin bundled with my CL 
3D Blaster Banshee from a local London 
Drugs and really didn’t play it much, 
because it was slow on my P166 (O/C to 
200 MHz), the extreme load times (even 
after the patch) and, mainly, because [had 
gotten Need For Speed 3 for Christmas. 
Well, on Blue's News, I had seen an article 
that Activision was offering to send 
the patch out on CD to the purchasers of 
Sin v1.00. So, I sent away for it and, not 
even 2 weeks later, I received in the mail, 
not the patch for the game, but, a patched 
version of the FULL game, and a memo 
from Activision (basically a letter of apolo- 
gy. but not in so many words). I am quite 
impressed with this. I've been a gamer for 
quite a few years now, I've probably 
played more games on my Commodore 64 
in my 20 vears on this earth than I ever 
will on a PC, yet I’ve never seen a game 
company do something like this. 

T hope I didn’t bore you with my letter, 
but I thought Id inform you of this, as if 
you didn’t know aiready.. ;-) 

BIW, I’m VERY happy with this 
Banshee. I had NFS3 for one day, and had 
to run it in 640x480 because T was only 
running a p166 (at the time it wasn’t over- 
clocked) with 32 meg of RAM, using an 
old piece of **** S3 VIRGE... Then, I got the 
CL Banshee, and now [ can run it in 
1024x768, with full details and I LOVE it. 

Quake TI has come back to life for me and 
I'm now getting very deep into Sin. Well, I 
sould get going, and thanks for reading 
this... 








Cyric 


Lucky dog. Yup, Activision was pretty cool 
about the whole Sin issue. They basically 
rushed the game to market in the vain effort to 
beat Half Life to retail, but the game was obvi- 
ously unfinished. Ritual had a patch up within 
days of the release — unique in and of itself — 
and Activision was kind enough to go the extra 
distance and send CDs out to those who regis- 
tered or complained loud enough. I'm glad they 
sucked it up like that, but I would have been 
even more pleased if they had simply waited the 
extra week and put the working game in boxes. 
Activision and Sierra's recent moves will sure- 
ly become standard operating procedure for the 
rest of the industry, And I might surely grow 
huge chicken feet. i : 


MS Spam 99 


This showed up in the e-mailbox one sunny 
morning: 

Unless you give out one free trial issue 
(just like every other magazine), your web- 
site will be shutdown. 


Bill Gates, Head of Microsoft 
BillGates@microsoft.com 
Listen, you — just ‘cause you can slap 
around the United States Federal Government 
like a deflated love doll, don’t think that you can 
squeeze free copies of our magazine out of us. 
We'll take on you and your whole stinkin’ com- 
pany. C’mon, | dare you. What's the worst you 
can do? Make us use DirectX 3 again? Not buy 
a Macintosh? Voodoo Magazine laughs in your 
general direction 


Chicks Dig Games: The Return 


MEN MEN MENI!! Jeesh, there ARE 
women in the gamer world too!!! 

Since when are men the only humans to 
utilize a computer for fantasy RPGing or 
Capture The Flag? Maybe a little fragging 
at the end of a hard day’s work? Us women 
play too and we're good at it. We enjoy bar- 
reling through the levels in Quake II ending 
with a rail gun, shooting our husband/ 
boyfriend/significant other or whomever 
happens to be unlucky enough to be stand- 
ing there. Or, slashing away at our oppo- 
nents in Heretic II. Some of us (like me) 
even enjoy the tweaking of our fine 
machines and hardware. Adding newer 
and better hardware, installing various gad- 
gets. Women enjoy computers, too. We are 
here to stay. So, please stop referring to the 
hard-core gamers as only men. Know that 
women can and are gamers too. Thanks. 


Yours, 
Tina Sawyer 
PS: Love your mag :-) 


I'm not even going to say something funny 
or crude or obnoxious here. Although I could, 
Thanks, Tina. We like women! 


These Dinosaurs Suck, Gimme My 
Money Back! 


I've read Chris Kramer‘s comments con- 
cerning the Dreamworks Interactive 
“game” (and [ use that term very loosely) 
Trespasser, and agree with him whole- 
heartedly, 

This has got to be the biggest turkey I’ve 
had the misfortune to pay money for, and it 
gives the gaming industry a bad name. 
When products such as this are rushed to 
market, how many people are sucked into 
shelling out their hard earned cash for a 
game that should have died in the beta-test 
stage? 

I'm very disappointed in EA Distribution 
for aligning themselves with such an inferi- 
or product, and also with Dreamworks 
Interactive for not killing this product prior 
to release. Shame on them, and shame on 
me for believing the hype. 

I have demanded my money back from 
EA Distribution and Dreamworks 
Interactive. It seemed kind of ironic that 
EA's support site for Trespasser had a 404- 
error on the Warrantee button. Kinda made 
me wonder... 


Keep up the good work, Voodoo 
Magazine. Hopefully I’ll get a refund or 
exchange. We'll see... 


Casey 


This email came in response to one of 
Kramer's irregular postings on the 
voodoomag.com website, where he went to town 
up and down on Trespasser. It really is an icky 
game, as we're sure you've heard by now. For 
more pummelling of this “digital sequel,” check 
out Kramer's review on page 74. 


Descent 3 = Good Stuff 


I read your report on Descent 3 in your 
Fall issue and liked your comments. A lot of 
other magazines have not been doing a 
good job in that department. They give a 
report with out even playing the demo. 

IT read the magazine for that one article, 
but y’all did so good that I purchased the 
mag and read the whole thing. Keep up the 
good work guys and HAVE FUN doing it. 


-HeliumFX- 


Go online and grab the demo from Interplay 
at www.interplay.com/descent3 if you haven't 
already tried it. 


Then Start Your Own Magazine 


I have purchased every issue you guys 
have put out; however, your reviews are so 
utterly and completely wrong that I will 
have to think long and hard before buying 
another issue. It appears that you are com- 
pletely at odds with the games I like (and 
the rest of the industry). 

In your latest issue (Winter 1998) you 
gave “Dethkarz” a very lack luster score of 
6 (overall), which is a game that I absolute- 
ly love. I haven't played a racing game this 
engrossing in quite some time. On the other 
hand, you couldn’t say enough about 
“Need For Speed III,” which I found to be 
as dull as dirt and I returned a few days 
after buying it. The graphics in NFS3 can’t 
compare to “Dethkarz.” 

Than you trashed “SHOGO,” which I 
again have found to be the most entertain- 
ing FPS shooter to come out in quite some 
time. It was so engrossing its one of the few 
recent games Ive felt committed to play to 
the end. Almost every review I’ve read on 
the net gave high praise to “SHOGO”. Your 
magazine is about the first place I’ve seen it 
get a bad review. Than you went on to 
praise “Klingon Honor Guard”. The one 
review I’ve even seen gave it a 2 out of 10. 

You guys aren’t even in touch with your 
fellow compatriots in the industry! I would- 
n’t normally even write a letter but I have 
never come across such a horrible group of 
reviews. Well, at least your mag has plenty 
of pretty pictures. I don’t understand where 
you guys are coming from (um, HELLO)). 
Are you guys really gamers? Or just a 
bunch of journalists. 


Fatback 


Just goes to show, not everyone has the same 
taste in games. We do try to talk about as much 
of the game as we can within the limited space 
of a review, but there are alcvays going to be peo- 
ple out there who disagree with our point of 





view. In this case, however, You Are Clearly 
Wrong. : 

Deathkarz looks neat, but doesn't have much 
to it. Sure, the graphics are pretty (which was 
reflected in the 8 score), but there just wasn't a 
lot of depth to the game. Powerslide, another 

futuristic racing game produced in Australia, 
was similar in theme, but much better, Kramer 
liked it, but wasn’t bowled over by it. NFS3, on 
the other hand, has oodles of fun packed inside. 
Did you try racing as the cop and busting the 
speeders? Did you unlock the superfast hidden 
cars? Did you really play NFS3? 

Ah yes, the great Shogo debate. Collectively, 
the entire group of writers at Voodoo were 
scratching their heads aver the positive reception 
Shogo received by the rest of the gaming editor- 
jal community. Shogo just didn’t do it for us, 
especially in a time when there are so many bet- 
ter FPS out there, Shogo just wasn't the game it 
could have been. 

You've got us on Klingon Honor Guard, 
though. I think even Bub’s a bit apologetic about 
the high praise he heaped on the game. 
Hindsight being 20/20, we should have notched 
the score down on that one. However, he was 
sincere and enthusiastic about the game (even 
when originally questioned about his score), so 
chalk it up to rampant Trekkie overload. 

You're also right about us not being in touch 
with our fellow journalists. Have you ever met 
any of these guys? You wouldn't wanna be in 
touch with themt either. Let's just say that per- 
sonal hygiene and a healthy diet are not priori- 
ties with your average game reviewer. 

Don't ever, ever call us journalists. 
Journalists expose corruption in the White 
House, travel to Bosnia to investigate human 
rights abuses and write about cures for cancer. 
We sit on our butts and play video games all 
day. Never confuse the two. 


What Ever Happened To...? 


In your premiere issue, it was mentioned 
that Mace: The Dark Ages was nearing 
completion for the PC. I would like to know 
if the game will still be released or if it’s 
been canceled? Also, can you tell me if 
Excession (formerly known as Out of the 
Void) is still under development and when 
will it be released? 

Your magazine is very good. Keep up the 
good work. 


Deinabo 


Near as we can tell, Mace will never be 
released, even though it was finished over a year 
ago. Midway is currently sitting on a pile of 
interesting software that is essentially ready to 
rock and roll out the door. Games like GEX: 
Enter the Gecko and San Francisco Rush: The 
Rock are currently wasting away because the 
company can't figure out what to do with them 
(we even offered to buy them and distribute 
them with the magazine, but that discussion 
went nowhere). 

Excession is finally on track, but it’s changed 
dramatically. GameFX’s beautiful baby, which 
has been in development since 3Dfx began, has 
undergone a massive retooling and re-emerged 
as Sinistar: Unleashed. We've got a preview of 
the game on page 30. 


If gou're crazy enough to sen’ 
more mail, senv it to: 
oovoo wrpagazine 
125 chess Urive.suite e 
foster city.ca.gqqo0q 
mat! Quoovoomag. com 
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“COMBAT INGEN ice oe 
THE EMPIRE. 
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Your draft card? A 3D. accelerator card, of course. It’s the mandatory hardware 


d 

(89) = AR. AVS AS (eo) necessary for you to enlist in a brand new, rapid-fire Star Wars air combat 
» ROGUE SQUADRON? experience = Rese Squadron 3D. Immerse yourself in the role of Luke 
| Skywalker, leader of the Rebel Alliance's elite air corps, as you pilot a broad range 

of well-armed starfighters. From X-wings, Y-wings and A-vings to snowspeeders, 

you'll be able to unleash Rebel weaponry on the evil Empire in over 1S missions (day and night) - each spanning the vast Sar Mars 
universe. Blast NT-ATs, THE fighters, Imperial shuttles and more. Strap in, young Skywalker. It’s the fight (. and flight) of your life. 
REQUIRES 

= 

ye. =) 


ACCELERATOR 










Wwww.starwars, 
$.com © Lucastiim Ud. & TM. All rights reserved. Used under authorization. 
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Q. Hello, I’m a current Voodoo 2 
fan and was an owner of a Voodoo 1 
board (I loved that too). But recently 
I’ve been having some troubles with 
the DX6 drivers. They made some 
games way too dark and changing the 
gamma in the control panel doesn’t 
help. They also seem to suffer from 
things like stuttering frame rates in 
some games. I never had this problem 
before the DX6 drivers. Now, I’ve seen 
a lot of people saying they’re buggy, 
and that seems correct. I was 
wondering if you knew if they’d have 
new drivers anytime soon? It’s getting 
a little frustrating, especially now that 
games are out that require the use of 
DX6 drivers. 


Brian Simes 


A. Have you downloaded the latest 
3Dfx DX6 reference drivers from the 3Dfx 
web site? The first release was a “release 
candidate” the latest release has many bug 
fixes. Most of the problems you heard about 
should have been completely eliminated by 
now. 


Q, Thave 2 V2‘ runningin SLI. If] 
bought a Voodao Banshee card, I could 
have some, real awesome 2D 
acceleration, but what would happen 
to the 16MB of RAM on the board if ] 
hooked it up to these two big dogs? 
Would it work alongwith the V2’s so | 
would have 40 Megs o’ RAM dedicated 
for 3D gaming, or would I just get 2D 
benefits? 


A. Unfortunately, it is not currently 
possible to contbine the memory between a 
Voodoo Banshee-based product and a 
Voodoo 2 based product. It is possible to 
connect a Voodoo 2 SLI rig to a Voodoo 
Banshee, but they do not combine memory, 
but simply act like any other combination of 

graphics boards with Voodoo 2. Voodoo 2 
works in passthrough mode, but does not 
interact with the primary display adapter in 
any way. 


O. [have read that the new Glide 3 
drivers allow you to use SLI with 
different Voodoo2 cards such as a 
Diamond and a Creative Labs cards, as 
wel | as different memory 
configurations, Have you tested this at 
all? I was wondering about this 
because I already have a Diamond 
Monster 2 and I wanted SLI, but I 
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discovered that the heat sink on my P2 
chip sits about 3 inches above the rest of 
my free PCI slots, making it impossible 
to fitanother reference based Voodoo 2 
card in. If you can mix and match cards, 
then I would be able to buy the one inch 
shorter Canopus and fit it in. How can 
I get the cards to work together, ifitcan 
be done? Also, will SLI with different 
cards work with resolutions lower than 
1024x786? Thank you for any help you 
can offer. 


A. As far as I know, Glide still requires 
identical Voodoo 2 boards to work in SLI. 


Dear Voodoo, 


T currently have an 8 MB Matrox 
G100 AGP card, but I am planning to 
run out and get a V2 card. I don’t want 
to trash my Matrox if I don’t have to. 
My questions are: 


1, Can T run an AGP. and PCI card 
together? If so, is it something you 
recommend? Will it produce nice 
results? 


A. Yes, you can run an AGP graphics 
adapter as your primary (2D) display 
adapter, and a Voodoo 2 on PCI without 
any problems. It works great — in fact, that 
is my primary desktop computer 
configuration, (Voodoo Banshee on AGP 
and Voodoo2 SLI on PCI). 


2. If not, can I install both and 
switch between them on the fly? 


A. They will work fine together, but 
you'll want to run all your games on the 
Voodoo 2, as it outperforms a Matrox G100 
bya substantial margin... 


3. If I need to trash my Matrox, 
should I buy a V2 AGP or PCI? 


A. Voodoo Banshee (or soon, Voodoo 3) 


would make a fine upgrade to an AGP 
socket... 


4.1 ma huge gamer and want the 
best gaming experience. Should I go 
with Banshee or V2? 


A. Currently the best gaming 
experience to be had ona personal computer 
is Voodoo2 in SLI. Soon, you will be able to 
have the 3D gaming power of Voodoo2 SLI 
at Voodoo Banshee-like pricing with Voodoo 
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3, along with the world’s fastest integrated 
2D, ina single PCI or AGP slot. 


5. [heard that, in order to produce 
the best 3D results, I should run 2 
Voodoo cards. True? Is there that much 
of a difference? Money is not an issue. 


A. True — the best 3D gaming 
experience is with two Voodoo 2 cards 
running together in SLI (Scan Line 
Interleave Mode) mode, Essentially, the two 
cards combine their fill rates and frame 
buffer memory to offer double the fill rate 
performance and double the frame buffer 
memory. For games that are currently fill 
rate limited, Voodoo 2 SLI can offer up to 
two times the performance or frame rate of 
asingle Voodoo2. 


6. My current configuration is a K6 
233, 64 meg EDO ram. Will putting in 
SDRAM increase my performance 
noticeably? How about upgrading toa 
K6 300? Will any of this affect my video 
performance noticeably? i 


A. Generally, you'll get a bigger 
increase in performance with a higher speed 
processor (I'd recommend a K6-2, as it has 
support for the 3DNow! Instruction set, 
which can have a positive impact on 3D 
game play). In my opinion, the best bang for 
your gaming buck is to upgrade your 
graphics with a 3Dfx based graphics card. 


Q. Im experiencing white spots 
and small patches in textures when 
playing Glide games, especially in 
Janes F-15, F-16 MRF and Unreal. My 
system specs are as follows: 

P200 MMX, 128mb RAM, Creative 
3D Blaster PCI (4mb), Best Data 
ArcadeFX2 Voodoo? card with latest 
3Dfx DX6 drivers, and a Stealth V2 
cooling fan from Tennmax. As far as I 
know, I am running both Glides 2.54 
and 3.01, I have tried playing with the 
advanced settings in the V2 control 
utility but they don’t seem to help any. 
These problems don’t happen when 
playing D3D or OpenGL games. Ihave 
also tried a complete uninstall /reinstall 
of the card as well. I'd appreciate any 
help you can offer, 


Thanks a lot for your time. 
Michael Santana 


__Q. Ok, I've had this Orchid 
Righteous V2 in my system for about 2 
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weeks now and today strange blue and 
yellow dots have appeared in every 
game I play. They seem to be mostly in 
the walls and floors of games like Half 
Life and Blood 2. have the latest 3Dfx 
drivers installed (3.01.01) and Directx6. 
Can you help? 


Boss 


A. Flashing dots can be caused by a 
number of things, but a common cause can 
be a marginal Voodoo 2 board (typically a 

roblem with cheap memory). If you 
“ynderclock” your board to 85 or 80 MHz, 
does the problem go away? If so, you may 
have a marginal card and should contact 
your board manufacturer for support. 


Q. Are there any incompatibilities 
with Voodoo cards and $3 AGP cards? 
The R3 Demos work in Win95, but in 
Quake II, the 3Dfx default drivers 
doesn’t initiate the Voodoo card. Also, 
in dxdiags (part of DirectX 6), the 
Voodoo card is not seen by the 
diagnostic program» Do you have info 
on this? Thanks in advance 


Pete 


A. There are’ some known 
incompatibilities between S3 graphics 
cards and 3Dfx chips. Fixes for these 
known incompatibilities can be downloaded 
from 3Dfx's web site. 


Q. My V2 hardware is| not 
initializing! I get an error that says 
“Hardware already taken by another 
application; invalid display mode 
requested.” In my display properties, 
the SLI mode is detected, but I only 
have one V2! In the Option menu, the 
box is set to disable SLI mode. Please 
help, I’m stuck and can’t play my 3D£x 


Bill 


A. Another bizarre one. This could be 
a bad card, or it could be an S3 conflict. Vd 
suggest changing slots with the card, 
reinstalling the 3Dfx reference drivers and 
making sure that you don’t have any 
resource conflicts with S3 chips. 


Q. I recently purchased MS's 
Combat Flight Sim. After I did that, I 


purchased a Diamond 3D Monster II 
graphics accelerator board. The board 
didn’t have the effect that I thought it 
would. I’m only running at about 10 
frames per second on the simpler 
scenarios and it drops down as low as 
3fps on the scenarios where a lot of 
other planes are interacting. 

Thavea HP Pavilion with an AMD 
K6-2 300 MHz processor and 96 MB of 
RAM. Is the game screwed up or is it 
my machine? I thought I’d blast this 
game to bits with my new graphics 
board. I’m pretty sure the graphics 
board is working: I have the latest 
drivers for it and it seems to work well 
with Flight Sim 98 and Red Baron 3D. 
Id appreciate any advice. 


Thanks, 
Dave Rarey. 


A. There could be several things going 
on here. The first is to make sure your 
Voodoo 2 board is properly installed. You 
should make sure that D3D is working 
properly — one way to do that is_run 
“Tunnel,” which is a D3D test application 
— if it runs properly, you have properly 
installed the Voodoo 2 card and drivers and 
DirectX/D3D is working properly. 
Another method would be to run Quake 2. 
In the video settings, be sure that the 3Dfx 
GL is selected, and run a timedemo. If you 
have the Voodoo 2 board properly installed, 
you should see Quake 2 frame rates in the 
60fps range with a K6-2 @ 300 MHz. 
Second, make sure the game (in this case 
MS's Combat Flight Sim) is configured to 
use.the 3Dfx card. I have no idea what a 

“good” frame rate in MS Flight Sim 
actually is, sorry. a 


Q. Ihave had trouble with Quake 
Il video distortion and subsequent 
computer lockup within 10-15 seconds 
when using 1024X768 mode with 2 
Diamond Monster II 3D 12 MB in SLI. 
Tt appears that every other video line 
becomes garbled /absent, followed 10- 
15 seconds later with complete game 
and computer lockup. 1 wonder if one 
or the other boards is getting hot 
followed by this problem, as it seems to 
happen after I have been playing fora 
while. I have mapped the boards way 
out of range of any other device in my 
computer. Any help will be greatly 
appreciated!!! 


DO YOU HAVE A SDfx RELATED TECHNICAL QUESTION? 


Ask 30 fx: {175 chess drive.suite efoster city.ca.94404 mail ya0cs 





Bob 


A. First, you should be sure that you 
are using the short (~1.5”) SLI cable. If you 
aren't, you can contact your manufacturer 


for the short cable as, in some systems, the 


shorter SLI cable has proven to make high 
resolution SLI modes more stable. You may 
have a marginal board though, particularly 
if you only experience problems at higher 
resolutions. One way to determine that is to 
try underclocking your SLI pair to 80 or 85 
MHz and see if the problem goes away. If it 
does, it is possible that you have a marginal 
Voodoo 2 board and should contact 
Diamond for support. Other problems 
could be associated with cooling within 
your computer, as Voodoo2's do put out a 
fair amount of heat. Make sure you case is 
adequately ventilated, and you may even 
consider installing an additional fan inside 
your case to provide additional air flow. 


Q. I have just installed two 
Creative Blaster Voodoo 2s in SLI 
mode. I cannot get the C.ontrol app to 
appear and therefore set the cards. I 
have removed all old inf.’s, cleaned the 
registry of old entries, downloaded the 
new drivers, reset the memory settings, 
verified that the cards are recognized 
by Windows and have no conflicts, 
turned off video shadowing and still 
no luck. I tried to run Quake 2, but I get 
a gray scteen when I use the GL 
settings. I have also gone into safe 
mode and removed the old settings. I 
am currently using a Number 9 
Revolution 32 MB video card. Any help 
would be greatly appreciated. 


JSchaub 


A. Doeither (or both) of the cards work 
properly individually? It may be that one 
(or possibly) both of the cards is faulty and 
should be addressed by Creative Labs. 














Thanks to Tony Tamasi, 3Dfx product 
marketing manager, for taking the time to 

answer these letters. Remember, if you have 
immediate technical support questions, you 
can post to 3Dfx's technical support usenet 
group, which you can find through the 
company's web site. 
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“Welcome to the world ofeverQuest 
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*sJourncy across continents filledivith : es 
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mysterjous underwater landscapes da AS 
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Se 2) Choose from iz unique races and 

14 distinct classes 

ei Immerse. yoursclfiin a beautiful 
3Denvironmentiin hi-resolution 16-bit color: 


+EverQuest has completely 
Elan Ovary: 


— Chris «Odinsson® Kramer: Voodoo 


_ “[ hate EverQuest Santi incon, 


free timelandiplaying| havoc with: myjsocial | 
calendars Iijust canitistop) playing this same! 
i — MichaeligDhocnics \Volfs PG Gamer 





“The deepest, richest) and most 
sraphically advanced of the RPGs yet’: 


— Bis Brother: GamePro 






"Already, the beta version is providing a 
surpassingly immersive experience — one 
that will likely see defections from Britannia.” 


— Rob “Galgorth” Smith: PE Accelerator MY eerstea fie 
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Yo Voodoo Gurus! 
lanning my annual trip to E3 to check out all the hot new Voodoo 


the flowers are in bloom, and | start pl 
come out this time of year, it’s a. good time to sift through the avalanche of game titles that were released 


If-Life is o must purchase, and Thief is well worth considering... So for this spring, 
Fihe reviews of our recommended titles, then head to your favorite software store 
layed yet, so jump on them! And in the meantime we, can look forward 


Its springtime, my favorite time of the year. The sun comes out, 
games coming in the next year. Although most big games don't 
this Christmas, Have you nabbed Raven's Hexen2 yel? IFnof, get il! OF course Hal 
your mission is simple: First, finish reading this awesome issue, checking for some o} y 
and ask for the 3Dfx shelves. There’s probably more then a few rockin’ titles that you haven't p' 
to Drakan, a new Indy Jones game and a few others in the not foo distant future. 


Oh, and don't forget fo get outside and enjoy the 3D environments of Mother Nature too... 
Se ee mt tee ee ee ee on 


VOODOOMAG WEBSITE : : : a 
Have you been by www.voodoomag.com lately? IFnof, its being hweaked and revamped to make it a fun place to visit more 


offen. Firstofall, the Voodoo Review newsletter site received a sparkling upgrade, thanks Alexis Gonzalez of www.artdstuff.com. 
it's a great place to check out the haps on all the latest Voodoo stuff, or fo subscribe to my world-famous (and modest) e-mail 


newsletter. 


DFFICIAL BABAZINE 





And if that wasn‘tgood enough for your, head to the discussion board and let us hear about it, Andrew Bub, Chris “Big Boss” Kramer and myself frequent this board, 
so if you have any comments on games, the magazine or website, the Voodoo Review newsletter, or whatever, let your voice be heard. 


The fun is a! waiting at www.voodoomag.com so bookmark it and frequent it NOW! 


woes se ee ee ee eee ee eee ee 
SDFX NEWZ 

Incase you haven't heard, 3Dfx Interactive has announced the biggest change in their company since it started. And no, it has nothing to do 
with 32-bitanything. 3Dfx is set to merge with STB Systems, Inc., thus becoming the developer AND DISTRIBUTOR of Voodoo cards. That means, 
starting with Voodoo3 {read the news on page 44 for more info), that 3Dfx will be the “brand” of card and not just supplier of chips. No more 
problems with multiple vendors’ drivers, no more “cheap” Voodoo cards with poor tech support, and no more extra cost from the middleman, 
and STB’s power in OEM will be brought to 3Dfx. From here on, our Voodoo boards will be true “3Dfx” Voodoo boards! 





So what's going to change now that 3Dfx and STB are one company? First of all, there is going to be only ONE Voodoo board, made by 3Dfx. You will no longer have 
fo decide between Creative labs, Diamond, Orchid and the others when a new Voodoo product comes out. Those companies make wonderful products and we'll still 
continue to buy sound cards, modems and whatever else they offer. Oh yeah, they are still our friends at 3Dfx offshoot Quantum3D.... They will continue to manufacture 
and distribute arcade and enthusiast Voodoo boards. 
For more info en the merger, head to page 40. 
Le ee cE ee ee 
IN OTHER NEWS... Huhe What??? “Voodoo3”? What's the deal there? Announced at ‘98's COMDEX (the computer industry's hardware show) 3Dfx unleashed 
the specs of the next Glide-based board. Based on the award-winning Banshee 2D core with improved Voodoo? incorporated for 3D, this looks to be the next board 
of choice for hard-core gamers. All the best features of Banshee, dual Voodoo boards in SLI and improved image quality and resolution should make this new product 
a sure-fire hit. Check out the preview on page 44 for more on this hot topic. 
ae ee ee ee ee eee ee es 
n matt, teed Quick, call the zoo! Oh, scuze me... a million 3Dfx based Banshee boards sold in only a couple months of release. 
| mentioned in the icotann, the combination of fast and solid 2d with near-Voodoo2 3D ata low price is a great idea, and it looks like literally 
| millions of other people think the same, | think this qualifies as an oveny elming success, 
o aed aad ee isn hfe only aie card out there. . Between Banshee and Voodoo2, 3DIx cards represent a whopping 73 percen! 
snap eam ate 97 fe cred ae eB al 
5 Ss, accoraing to ta. i ie q j Let's -sell i 
also said that, at the end of 1998, 3Dfx-based products clamed the top five sce in the aia) ioe ial cae ae ae martes ey sold a a 
board subscribed to this magazine, we could send ALL the writers with Chris Kramer on his next “business tio’ LS 
SE BS es eo 2 = -— sees 
RUMORS/GAMES es . = 0 see es 
Have you heard about this tiny litle program that can tum your Voodoo-equipped computer into a N64 machine? The goodnews & 


ifs nota rumor, it's Irve... you CAN play Mario64, Zelda and other Nintendo games in high resolution on Voodoo? Banshee 


cards! The bad news is, Nintendo doesn’t want you to do this because....well, they want you fo buy the cartridge and play it on 


ir haraWware. Therefore (and this is the topic of much debate), the copyri ibi 
, pyright laws prohibityou from legally using thi 
sl ee behind fe emulators are i foyou. | feel if you bought the ROM in some form, you should bebe i #3 it eee 
wiienever machine you want. However, minutes after the UltraHLE program was released, th = 
searching for illegal N64 ROMs, causing the devel i i ieee ee 
4 ROMs, ig the developers of this emulator to shut down the devel i i 
lawsuit. What do you think? You can voice your opinion on our message board about his correc ee ge 
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REVUE 


Spanning the globe for the latest 3Dix newa. 


eh ZMAGIC | |fyouarean on-line flight jockey (or want to be) but are afraid of the monthy costs of premium internet-based flight sims, then 

NTERACIVE Zz} Paap be sure to pop in over atiMagic On-line. If you hit them at the right time, you will be freated to FREE trials to some of the best 
M AGIC 4 all 1] ond most popular Voodoo accelerated flight sims on the market, Check out such hitsas WW1 Dawn of Aces, [=UES 

registered users so check ‘em out at: htip://vweww.imagiconline.com/ 





the industry-standard Warbirds, or the new Raider Wars. iMagic offers contests, rankings and more for 





WEBSITES 
As of this writing, Voodoo3 isn't available but there’s already a fine site dedicated to the next killer gaming card. This is a greatsite to 


find news, Voodoo3 FAQ (Frequently Asked Questions), specs, etc. as they are released. Great work Mo, keep it up! 
hitp://www.voodoo3.net/ 











= Ifyou own a Voodoo Banshee card, then you must visit “Bill's Workshop”. Friend of Voodoo Magazine Bill Ball has a site of greatinformation Ss 
on CPUs, video cards and most importantly the most up-to-date Banshee FAQ anywhere. A valuable source to bookmark: \ onal 


an http://www.billsworkshop.com/ 


A great new all-around site loaded with Voodoo-friendly material is PCBlitz. Handsome to look at and and easy to navigate, this site is well 
worth a bookmark. If you go there, check out the 5-part article on 3Dfx. hitp://www.peblitz.com/ 





DEMOS 

Every gamer has played at least one of the Doom games. In fact, it's the reason a lot of people got turned onto computer 
gaming. Now, Bruce Lewis has put together a patch for all the Doom games (Doom, Doom2, Final Doom, Ultimate Doom, 
elc....) so now they run 3D accelerated under OpenGL. If you've never played any of the Doom games, then consider this an 
important history lesson in computer gaming. And, if you have, its fun to see how the first person shooter genre really took 


off. hifp://wwew.3dbmania.com/paiches/gidoom.shiml 


Wan aw WS 2 
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a Descent 3 was used to show off the power and the speed of Voodoo3 at COMDEX. This is the first TRUE Descent game fo utilize two 

gaming engines, one for the tunnels and mineshafis we loved from the firsttwo games and a second engine for new outdoor areas, 

all in a wicked 3D accelerated package. This looks to be a big hit for all of you Descent players. 
hitp://www.interplay.com/descent3/index.himl 


Heavy Gear 2 wowed us at E3 last year and, as I type this, it's almost complete and should be on the shelves of your favorite sofware 
store. Ifyou are worried because you weren't too crazy about the first HG, then be sure to check out the entirely new game engine and 
upgraded gameplay elements in the demo. With this, Starsiege and MechWarrior3 (not to mention Shogo), the battling giant robot 
genre is really taking off. hitp://www4.aciivision.com/games/heavygearii/ 





a a OS I a ee 
That's it for the spring installment of the Voodoo Review. Be sure fo keep an eye out for Voodoo3, the first REAL 3Dfx card. I's undoubtedly going to be the gamer’s 
card of choice very soon.... Ifyou get one, stop on by the www.voodoomag.com message board and let us know what you think! 


Until next time... 


Game on! 
-Dave 
If you want the most up-to-date Voodoo news, be sure to subscribe to the Voodoo Review 


newsletter. It’s free, it’s safe, and it’s easy. Send a blank e-mail to 
and you're set. For more information about the newsletter, point your browser to: 
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COVER STORY COVER STORY © 


Gate Bridge i Satikd to Planet Moon's studio. is the total sense a fantasy eval 
ans Ove a year ago — al that point little more than a handtul of screenshots and truly bizarre character descriptions 
Satis be something special. In a. gaming universe mainly composed of dark hallways, gritty futuristic visions and post-apocalyptic 
| oi info One of Giant's pastel vistas is enough to strike a chord within some dim recesses of your brain, signaling that perhaps © 
Plt be different in this world that Planet Moon is building. 

Se eeepaate ane distinct developer, Planet Moon has existed for a little less than two years. As a group, the majority of the team have known 
Gact other and Worked together for more than five. The six man group have two things in common: Virgin Interactive and Dave Perry. Most 
ofthe group came from England to work on console titles for Virgin, including the classic Genesis version of Aladdin. Eventually, Nick and 
Andy followed Perry as he split from Virgin to form Shiny Interactive, where they worked on Earthworm Jim, then turned their efforts to next: 

generation gaming, creating the 3D shoot-‘em-up, MDK, with the addition of Bob, Tim and Shawn. 


Atthe close of the MDK project, Nick Bruty {President and co-Art/Design 
Director), Andy Astor (CFO/VP and Programming Director), Bob 
Stevenson (VP and co-Art/Design Director), Tim Williams (Creative 
Director) and Shawn Nelson (Lead Animator) approached the people they 
knew at Interplay with a proposal to spin off and form their own separate 
development group, Planet Moon. With Brian Fargo (CEO of Interplay) 
on their list of pals, the nod was quickly given, money extended and 
Planet Moon became a reality in july of ‘97. After Planet Moon began 
7 spinning, Scott Guest (Principal Software Engineer), was added to the mix. 


SERIOUS WEIRONESS 


3 /eitd story happening here. For some reason, there's an island that floats 
through space, which a group of alien astronauts stumble upon. The Meccaryn, or Meccs 
pilot their ship down to the surface of the remarkable landmass, determined to claim it as 
their own. Little do they know that there are already forces at work trying to seize control of 
this piece of Paradise — an ocean-borne, magical race called the Sea Reapers and a huge 
creature named Kabuto. ame 





Planet Moon is in the process of rolling all three races into one central story, where before 

the game had consisted of separate stories. The game now starts from the Meccs point of 

view, while the other characters’ stories are interwoven, switching back and worth as the 
story progresses. 

Meccs just developed on their own in terms of gameplay. They became the central char- 

n the Story because they were the strongest and most fun to play,” says Bob Stevenson. 

g "6 to play all the characters more than once, but the story definitely centers on the 

Without giving away too much of the story, let’s just sa initi, 
giv ) , / that initially ji i i 
in to blend in.” Just say y the other races will appear as enemies but, as new relationships happen, their st” 
had three different stories at first,” explains Nick Bruty, “but the game was becomin 


nto one whole game, instead of three. The is sti i 
, . The setup is still es / 
has completely changed.” : eee 


§ too complex and nearly impossible to explain to anybody. Eventually 
as Iwas when we began the project, but the way the stories tie together 
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Bob adds, “If you try to explain the entire story right away, its easy to 

overwhelm the person you're talking too. But, when you play through 

the game, you take part in the action and you get the story. Itall slowly 

unfolds in a way that makes sense.” \ ~ 

“It would be boring to have to start the same story over and over again,” Nick \ 
asserts, “It would end up frustrating the player and feeling like a gimmick, like 

it was a cheap way for us to keep from having to do new levels. Ifall the charac- 
ters are already developed and you're simply taking them over, there's not really a sense 
of gaining anything new. We want Giants to be as good single -player as itis multi- 
player, so we're very aware of the need to create an involving story.” 


The five Meccs have developed a Cockney-like feel, as evidenced by the intro cin- 

ema, in which one of the armored explorers leaps from his ship and proudly plants 

a Union Jack on the surface of this new world. Three of the five Meccs have 

become separated from the group because of an accident while landing, so the 

beginning of the game has the player searching the surrounding countryside 

looking for the lost companions. This introduction is designed to introduce the 

player to the disparate elements of the play mechanics while unfolding the 

increasingly strange plot. 

“The first level is sort of an instruction manual,” says Bob. “The enemies are more of 

a nuisance than a threat. The first section is really more of a simple, traditional action 

game that we use to introduce the play mechanics.” 

The Meccs make short work of the initial stupid baddies and discover one of their compatri- 

ots hanging upside down from a tree in a nearby field. As more Meccs are located and rescued, 
the gameplay becomes more intricate, suddenly giving the player more strategy options. While 

each Mecc responds individually, the player issues orders and directions to the group as a Pj 
whole, “At the start, the Meccs have low experience and aren't much good for more than 

aiming and firing at your target,” says Nick. “This will change as they become smarter. 

We wanted the characters to become visibly smarter, so at first they're a bit over-dramatic in 
their actions, diving around and rolling like action heroes. Eventually, as they gain experience, 
they'll run and crouch behind a rock or a tree in order to stay out of an enemy's line of sight.” 
With increasingly sophisticated intelligence, the individual Meccs will eventually begin to / 
acquire their own targets, seek cover and coordinate their fire as necessary. Pressing Fl on the 
keyboard will also cause the five Meccs to scatter and find their own things to do. New moves 
will supercede the old as they are introduced, making the lower level selections a thing of the ; 
past instead of cluttering up the interface. The interface is easy enough for anyone to operate with- 
out having to refer back to the manual. The majority of the work is handled by the mouse, with just 
a few subscreens used for outfitting your character, selecting which weapon or spell to use, 
or the formation. 


When asked how five little Meccs are supposed to stand up to the entire race of 
Sea Reapers (not to mention Kabuto), Nick responds, “We want the player to have 
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obviously getting one killed is going to be tough. We figured that since the Meces ; 


2 chance when playing as the Meccs. Since they re only five of them, ore ake it back to your ship for repair and healing 


encased tn armor, that they can't really get killed, just severely injured. if you rescue a downed unit, ) 


STANDING ON THE SHOULDERS 


Nick, Bob and Andy aren't too forthcoming with information about the title character, Since Kabuto is such a central figure in the game, there's a need to pro. 


thot him and get hiss face out there but, at the same time, they're hesitant to spoil too much af the story 


a : island, hence his crappy, rocky appearance. The Sea Reapers originally Created 
Rabuby was magically fabricated by the Sea Reapers from the surface of the i : Rice meantto protect. Kabuto’ role has since morphed in 


‘ i he island, but something happened, turning him against those who: rotect. N ‘ : 
ec cierand ter and he isn’t an te anyone else sharing space on “his” island, There exists in this seemingly tranquil war an almog 
Ganctant slate of war, which is only exacerbated by the appearance of the Meccs. = oe 
Kabuto has a food cycle built into his system. The giant must eat constantly to keep his strength and eae ee us the he slate the tows 
ering creature is keeping enough of the alien sheep (whatis itwith English and Scottish developers and the sheep jo! Sh ca ‘ i pS, ete ory 

on. Subsequently, other players will try their hardest to come between Kabuto and his snacks in order to unbalance 
the giant. One of Kabuto’s hanids looks something like a shovel, With this instrument he can scoop up great chunks 
of the ground, process the earth and stone and create large (but nowhere near his size), rocky “shepherds,” who 
will viciously protect his flocks of food. 

As Kabuto, players need tbe able to stomp on fleeing creatures, flatten structures, chomp on food and fighters, 
pick up objects and hurl them like missiles... To assist with all this action, there area number of “Kabuto cams” that 
areal integral part of playing the huge creature. Whether you're crushing a village, swatting at pesky Meccaryns 
or enjoying a mid-afternoon meal, Planet Moon has provided a camera angle just for your needs. Nothing in recent 
memory stands out as much as using the “jaw cam’ to feast on Vimps — it's like driving a tank by staring out ofthe | 


bore of the cannon. 
All of his attacks are context-sensitive, which cuts down on the need to have multiple attack keys or commands. If | 
theres something nearby that Kabuto can grab, a box will flash around it when the cursor passes over. Incoming attackers will be 
higtilighted in a similar fashion, allowing Kabutoto grab, stomp, chomp or stick his opponent with his horns (to save for a later lunch) 
With the use of a single key, If an enemy swoops too close to your hand, a click of the attack key at the perfectly moment will swat 
said offender from the sky like a bug. 
Much like the Meccs, Kabuto also develops over time, but his evolution is tuned more towards his sensory perception. Kabuto’s sens- 
es hegin to sharpen as he becomes more experienced, resulting in greater range of vision, a heightened sense of smell (represented 






visually by a pulsing distortion of color) and the ability to pick out finer sounds from a greater distance, alerting him quickly to any alien intrusions. The greater | 


commotion you cause as a Sea Reaper or Mecc, the greater the chance that you'll draw Kabuto to your little party, like a shark smelling blood in the water. 


AHOY, MATEY 


Then there are the Sea Reapers, the final combatants for paradise. These siren-like creatures are forced to roam the seas, using their powers to harry Kabuto. They | 










have evolved elemental powers as well as a magic-based technology, evidenced by their ships. 


Sea Reapers have two different kinds of ships. There’s a large mothership that carries the fleets and fighters of the Sea Reaper’ clan, 
and the smaller, speedier craft, which are capable of zipping from the water and continuing across land. These smaller ships have 
alarge, circular blade that surrounds the ship; as the blade rotates, it possible for the ship to go tearing across the landscape, actu- 
ally cutting into the surface of the island. In this way, it's possible for the Sea Reapers to carve up the island, creating channels of 
water that Kabuto cannot cross (it seems the colossus cannot swim). These smaller attack craft actually deform the terrain, anoth- 
er testament to the power of the engine developed for Giants. 


Bob briefly shows two of the Sea Reapers’ more powerful magical attacks, He maneuvers a Sea Reaper close to 
a flock of Vimps and casts a tomado spell. The vortex spins down from the sky (a truly incredible animation 
which must be seen), sucks up the hapless animals and then... lets them g0. Suddenly it's raining Vimps, who 
pelt out of the sky like fluffy hail to explode messily on the ground, Nice. 


But the Vimps may not always be so easy to reach. Bob motors over i 

im / L to.a beach, where the Vimps are protected 
“i one of Kabuto’s shepherds. Instead of attempting hand-to-hand combat, Bob draws his Sea REAPER back to 
ie ocean and casts a summoning spell. A huge sea dragon appears from the bottom of the ocean in response 
s ses to ee ie i was a lower level spell, the dragon doesn’t actually attack the shepherd, but opens 
Ws great maw to let a lew dozen poisonous jellyfish tumble out onto the sand. The iellyfi ei 
Clouds, taking care of shepherd and Vimps alike. nv ee 


BEAUTIFUL SIGHTS, BUCKETS OF BLOOD 
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contrast to the green grass, colorful sky and. azure ocean. a 
“We wanted a baitle feet without having to resort to a fot of cluttered strategy stufi,” says Bal. | 
“Games are an interactive experience, you can’t expect people to just sit there passively and 
watch and listen. The biggest concern with any new game is: will people learn how to play it? 
son can't learn in minutes, they're just as likely to not even bother ta try. AS adeveloper, the con 
select to run your game throw you down a certain path and limit you in some sense, We've found that « 
simplified and refined down from the arcade level are the ones most likely te work.” * : s¢ 
“This is an action game, so you need to be able to react very quickly, All your movement and actions are based around the mouse. 
This is really a3D game with a 2D interface, which is something we're going to have to get used to until someone invents a really good 
3D controller. We're always on the look-out for new interface technology. Voice recognition may someday come in, but the overhead 
in terms of processing time is just too great at this point in time.” 

“What we're attempting to do, implementation-wise, is to create a code base that will allow companies to plug intheirnewtechnol- ; siya 
ogy as it happens,” says Andy Astor. “If a new vendor pops up with some sort of magic device — much like 3Dfx did when we were om 
working on MDK - we want them to simply be able to. write a new driver and tack it on” 


GLIDING THROUGH THE ISLANDS 


The 3D environments, lighting effects and textures look amazing. Even at 640X480 on a Voodoo Graphics card, the look is striking, This 
glorious unnatural feel is due in part to the fact that Giants is being developed entirely in Glide. 
“Glide has an interesting advantage in performance and developer support,” says Andy. “When you look at a D3D version of a game, ittends q 


to take a hit in performance, where Glide doesn’t have those kinds of problems. The biggest difficulty with D3D is the complexity or the set-up; | 
there’s a lot of sample code to look at and draw from, but none of itis complete. | also feel that it’s sometimes needlessly complex but, faced | 
with those same sort of limitations, D3D just falls apart.” | 
“The original models run from 1500-1800 polygons with a set Level of Detail rendering that takes down theirsize “= 
according to the distance. The Vimps, for instance, start with 1500 polygons, but will go down as faras32.Allthe 
islands vary in size as well, based on a grid-mesh style of thing. Then there’s all the scenery on top, like the enimated trees, 
ambient life and such. All of our development has taken place on a P200 with aVoodoo Graphics card just so we know that game can 
run. Atthis point, the game isn’t even fully optimized and it’s already running great.” 
“We're following the same approach as we took with MDK,” says Nick. “We create high-res, detailed modeis first, 
then scale them down. Our approach has always been slightly different as developers. We don't look at the end fig- 
ures, we simply create the world we want to see, then trim back from there. We've found this a lot less limiting” 


“Qne of our primary goals is to keep the depth of the game there for a player despite the power of their PC,” says Bob: 
“All of our character geometry is scalable, and we empower the user to be able to turn certain settings on and off, to 
allow them to tweak and customize the game. We want our game to make your hardware shine, whether you're using 
a P2 450 with twin Voodoo 2’s ora P166 with a Voodoo Graphics card. Your frame rate will go up as your system 
increases, but even today’s top level machine won't be able to run Giants at 60 frames per second. We're CPU-limit- 
ed now; a faster speed CPU will gain you more than a faster video card. That'll probably change a bit as code is opti- 


mized at the end.” 
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THIS IS NO EASY TASK 


“We like our games to have ups and downs in emotional scales,” says Bob, “to have a background story that surprises you. There's 
as much creative freedom in creating a video game as there is in film or music, perhaps even more, yet there’s not really much of an 
artistic level being achieved.” 

“The strange thing about making games is that they're hard to make,” laughs Nick. “A lot of teams out there strug- 
gle; sometimes they have a great idea, butit’ still hard to make it work. If you do try to be creative and fail, its often 
more unrewarding than creating another first-person shooter or real-time strategy game. Everyone seems to be 
building their games from the same movie sets — Blade Runner, Aliens, Mad Max — and everything has ended 
up looking rather dark and industrial. With the technology available, you can do so many different things visual- 
ly, but it's like someone sat down to look at all the 3D engines with their colored lighting and acceleration and 
said, ‘Thats all very nice, but d really like to run around in a dark room: Giants is a leap away from all that. !enjoy 
that look, don't get me wrong, but we've done enough games like that now. If you don't look to the outside world 
for more influences, you end up with nothing more than a remix of everything thats come before.” 


“Hard core gamers tend to be the people who are inside a lot,” Bob says with a straight face. “But being here in 


America and up here (in Sausalito), we've seen and been exposed to a lot of new things. One day, Nick, Tim and | 
were watching the waves roll in and we began a very serious conversation about various painters and the moods they invoke. Then, we threw it all away, put on 


our headphones and got to work.” 
Nick concludes, “There's been a lot more pleasure for us in drawing and animating this world. You can take a look around in the game, enjoy the view, listen to the 
then go and kill stuff.” 
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Legacy of Kain: Soul Reaver is a game that 
those of us in the gaming world have been talking 
about for quite some time now. The title, being 
developed by Crystal Dynamics tor simultaneous 
release on PC and PlayStation, has been one of the 
big console stories over the past year and Eidos, 
the game’s publisher, is hoping that it will make 
waves on the PC as well. The game casts you in the 
role of Raziel, a vampire that can suck the soul 
clean out of his victims. Raziel has been betrayed 
by Kain, his creator, and is hell-bent on extracting 
a measure of revenge from his Gepetto. To 
accomplish this ignoble goal, Raziel must travel 
between the Material and Spectral planes in 
search of adventure and victims. 

At this point in time, the transformation from 
the Material to the Spectral world is working very 
well. As an example, in the first level of the game, 
there are a series of objects that Raziel must jump 
and climb onto, to get to the top of the area. He 


can not continue up unless, in two different jumps, he makes 
the switch between worlds, thus morphing shapes and 
textures and changing the strategy for climbing the tower. 
While the design team has just begun populating the 
worlds, we have been able to try out Raziel’s attack on some 
vampires. You must make three successive swipes (with your 
claws) at the bad guys, then apply the fatal blow. If you don’t 
use the fatal blow, the vampires will only be stunned, and 
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they will continue to come 

back to life. In addition, if 

you have the staff, torch, 

etc., it takes two swipes 

before the vampire Is 

stunned and you have the 

ability to finish him and do 

some soul sucking. The gameplay is a 

combination of this style of combat and what 

looks to be some fairly sophisticated use of magics 

and puzzle solving. ; 
Lastly, the worlds and levels, both in the 

Material and Spectral planes, are beautiful and 


quite unlike anything you've seen in a game before. 
The artists have drawn their inspiration from the 
cultural, architectural and artistic movements in 
Germany, in the early part of this century, giving the 
game a look that is part Fritz Lang’s “Metropolis,” and 
part Batman — where the 

environments at once seem 
almost Gothic AND futuristic. When 
meshed with the other-worldly feel of 
the Spectral tile set, the look of the 
game is completely unique, with an 
environment that defies time and 
place. 

Legacy of Kain: Soul Reaver was scheduled for a March 
release, but has since slipped. We are expecting the title to 
hit in the June/July time frame and we hope to review it for 
our Summer ‘99 issue. 


In 1989, independent comics publisher Dark Horse released “Aliens 
Versus Predator,” a four issue limited series that created immediate and intense 
fan reaction. The comic went on to become one of the best-selling series’ ever, 
spawned a classic Capcom arcade game, a toy line, a push for a movie (which 
never came to fruition) and a first-person shooter for Atari’s crappy Jaguar con- 
sole system, developed by Rebellion. 

Fox Interactive has resurrected the Aliens Vs, Predator theme and hand- 
ed the interactive task back to Rebellion, this time allowing them to work their 
magic on the PC. 

AvP lets you play from three rather different perspectives: alien, preda- 
tor or human marine, Each character not only controls in a completely differ- 
ent manner, but the storyline and levels are also unique between the three. 
The central plot is instantly familiar to Alien fans: on a distant planet, a mili- 
tary research lab has created a new strain of “living weapons” by infecting ani- 
mal hosts with alien embryos, resulting in cybernetically enhanced versions 
of the alien xenomorph. When the research center is destroyed, the new aliens 
are freed and commence to wreaking some serious havoc. 

As an Alien, you're initially limited to using claws, tail and acidic 
venom to survive. Aliens can run at whiplash speeds, clambering across walls 
and ceilings without pause, There are cybernetic “upgrades” to be found that 

can increase the already powerful 
alien form, eventually transform- 
ing the monstrosity into a deadly 
Xenoborg. 

A member of a captured 
scout ship freed when the base 
was destroyed, the Predator 
begins with wrist blades and the 
deadly shoulder cannon, but gath- 
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ers more and more weapons the deeper you explore into the wreckage of the 
base. Search out the necessary pieces of space craft, avenge your fallen com- 
rades, then escape from the hellish planet after gathering some “trophies” to 
mount on the walls. 

Having recently returned from a training mission, the human marine 
is fresh out of ammo and more than a little surprised by the goings on at the 
base. Collect ammo and weapons, find the five data tapes containing the 
research records, activate the base’s self-destruct mechanism and get out of 
there. While humans area bit softer and weaker than the other aliens running 
about the base, the marine does have access to motion tracking devices, med- 
ical kits and a wide range of weaponry, including flame throwers, shotguns, 
pulse rifles and plasma gun. 

The first AvP demo released back in December allowed players to kick 
ass from the Predator’s perspective and showed that Rebellion is certainly 
moving in the right direction with this new game. The 3D environments were 
dark and huge, with aliens seeming to pop out of the walls to inflict grievous 
bodily harm. Alternating atmospheric creepiness with adrenaline-pushing 
action, AvP is shaping up to be one heck of a Spring release. 
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In these days of increasing Political Correctness, it has become harder 
and harder for video game developers to come up with believable enemies for 
you to take down, Middle Eastern terrorists are a no-no, Russia isn't quite the foe 
itonce was and don’t even bother trying to make a cowboys-and-indians game. 
Western History has re-written itself into an apologetic mish-mash of re-exam- 
ined values and pointed fingers, leaving most falks in America feeling vaguely 
guilty for things that happened long before they were born. The only safe ene- 
Mies in games these days are robots, monsters, aliens or... Nazis. 

As the clear losers in the Last Good War, not even those of German 
descent are necessarily going to complain about 3D representations of jack- 
booted thugs being mowed down by gunfire. And that’s good, ‘cause shooting 
at Nazis satisfies your inherent bloodlust without any niggling doubts troubling 
your gaming pleasure. id Software knew this when they released Wolfenstein 
3D years ago and it’s something that Interactive Magic also must realize, 

An obvious tribute to Wolf3D, the first level of Mortyr drops you outside 
ofa huge castle in the middle of a cold winter in Nazi Germany. Your mission: 
kick Jerry's heinie with extreme prejudice, In 1944, a brilliant German scientist 
invented a time machine, which heand the Nazis used to travel forward in time, 
where they grabbed a powerful weapon. Hitler uses this weapon to smash the 
Allies and take over the world, resulting in the ugly future that the Nazis had vis- 
ited. Sebastian Mortyr (that’s you, cowboy) is sent back from this dismal future 

world of 2093 to the time travel lab 
back in ‘44 — are you getting all 
this? — in order to stop the Nazis of 
the past to save the world of the 
future. 

Yes, itis little confusing, but 
what would you expect from a Pol- 
ish development team. To simplify a 


bit, you're expected to A.) shoot lots of Nazis, B.) 
destroy the Super Weapon, C.) find the Time 
Machine, D.) shoot more Nazis and E.) escape back 
to the future. 

You're equipped with standard German weapons from the Forties: a 
Schmeisser machine pistol, machine gun, rocket launcher, rifle, Luger, hand 
grenades and a combat knife (or you can tromp on Nazis with your Duke-like 
combat boot). Some of the 20 levels include the imposing castle, a U-Boat pen, 
a cathedral, a factory and a cemetery. 

The 3D worlds look very nice: the opening level is filled with falling 
snow, ahuge Zeppelin, waving flags, ominously lit rooms and hordes of goose- 
stepping targets. The burst of lightrom gunfire will light up darkened areas and 
give away your position to any nearby troopers. Reflective surfaces, transpar- 
ent, colored glass and environmental effects are also possible using the game 
engine. 

: Aching to retum to Wolfenstein? So are we. Mortyr is marching towards 
the front ines this May. Achtung! 
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Remember back when arcade games were only a 
quarter? Yeah, those were the days. Days of Defender, 
Tempest and a little old game called Sinistar. Remember 
that game? That's the one that gave you nightmares. You 
would hear that evil voice saying, “I hunger” in your sleep. 
Sinistar is getting totally revamped for the nineties and 
things are looking pretty awesome. Coming from THQ 
and GameFX, Sinistar Unleashed is a technical 
powerhouse of a 3D shooter. 

Keeping in line with the arcade classic, Sinistar 
Unleashed puts players into a universe filled with danger 
at every turn. A sinister race of space-dwelling creatures 
from another universe is building a portal to invade our 
universe and enslave or annihilate all life. Since you're an 
ace pilot, you're selected to fly the best warship ever 
created and destroy this portal. After successfully 
destroying the portal, you are sucked into the Sinistar 
universe by the explosion, a universe where the full 
destructive fury of the Sinistar is unleashed upon you. You 
must battle your way to the center of the Sinistar universe 


to win passage through the portal that will transport you back home. 

GameFX wanted to maintain the essence of the original Sinistar 

in Unleashed, so many of the play mechanics remain the same, while 

other areas have been totally redone. The basic gameplay is similar to 
the arcade; players still have to shoot asteroids to mine crystals which 
are used to make the Sinibombs, which are used to destroy the Sinistar 
(Run, coward, run!”). Players navigate through each level, all the 
while stockpiling crystals and facing over 25 uniquely dynamic 


30 - PREVIEW 


enemies. GameFX is putting a lot of emphasis on the 
enemy Al which, even at this early stage of development, 
is truly genius. Enemies actually flank and attack from all 
sides and even strafe out of the way to avoid getting hit. 
Most levels are populated by a variety of enemies, each 
with its own distinct look and feel, intent on building a 
portal and supplying it with energy crystals necessary to 
bring the evil Sinistar into our universe. 

The graphics in Sinistar Unleashed have to be seen 
to be believed. Some of the lighting effects look like pre- 
rendered cinematics but, in reality, it’s actual gameplay 
you're watching. Your ship has over eight different 
weapons and each weapon has its own light source, 


creating a visual feast tor the player. The environments, 
although all in space, are enormous. Lens flares abound and, 
after the dust settles, you'll be drying your pants off. Trust us. The 
graphics are truly mesmerizing. 

Each of the 24 levels begins with a mission statement that 
defines the goal for the level and, if completed successfully, 
ends with the opening of a gate to the next level. All the levels 

are arranged in such a way as to promote an even flow of the game, 
without resprting to mindless repetition. For example, three action 
levels in which the player confronts the Sinistar are followed by a 
fourth level that breaks the pattern, such as defending a mining colony. 
In addition to the single player game, the title will support 
multiplayer as well. Although final details about multiplayer weren’t 
disclosed at the time of our visit to the GameFX development offices, 
it's safe to say it’s in the works. 
Sinistar Unleashed is looking to rocket onto shelves sometime in 
March. “Beware, | live.” 


If you think you've seen itall when it comes to first-person shooters, 
think again. Interplay and Xatrix Entertainment are feverishly working on King- 
pin: Life of Crime, a first-person shooter with a definite “edge”. Using a tricked- 
outversion of the Quake ll engine, Kingpin gives players the ability to explore 
storylines and subplots and prepare for confrontation before exploding into 
all-out gang warfare. That's right kidz, welcome to da hood. Watch your back. 

Kingpin: Life of Crime is set in a fictional retro-tech urban world, where 
players are invited to explore a game of action-packed mission based adven- 
ture, underground gang violence and revolutionary game technology. The 
game has a definite film noir style and feel. The visuals will leave you speech- 
less and the violence (at times extremely severe) will make you shout out...in 
ecstasy. In Kingpin: Life of Crime, players take on the role of a small time thug 
looking to topple the Kingpin. In order to do this, you must create a gang. You 
get to pick from the finest that crime has to offer — burglars, hit men, safe- 
crackers and plain old thugs. Players can direct their gang members’ activity 
throughout the game. When a rival gang tries to move on your hood, then it’s 
time to take’em out and show the world you da man. In the process, players 
will get to know the population — mothers, kids, street punks, winos, vigi- 
lantes, cops, feds and many others. Some will help you, while others will shoot 
first and ask questions later. You can even buy and sell items through a system 

of intelligent pawnshops. 

The list of weapons range 
from your basic lead pipe, to a 
shotgun, to a flame-thrower. The 
final list of weapons wasn't con- 
firmed as of this writing. To add to 
the realism of Kingpin, the devel- 
opers have put in subtle graphical 
details that truly make the experi- 


ence lifelike. When you torch a door with the flame thrower, it will make the 
wood change color and create a smoke effect and, when you're in a crossfire, 
you see bullet sparks when they ricochet off walls and the ground. The whole 
feeling of being on the street is conveyed beautifully. 

Gang life wouldn't be gang life if you didn’t have harsh language and 
excessive violence and blood. Luckily, Kingpin: Life of Crime has plenty of 
both. This expletive rich game is definitely going to garner the coveted 
“Mature” rating. You gotta love it when the opening baddie says, “Yo, kill that 
M%*#$ F2*$2S!" Xatrix has also utilized a complex physics engine into the 
game. Players can aim shots at different body parts to disable, cripple or just 
spook. It's cool to see a guy get shot in the leg and watching him limp... before 
you shoot him in the head (Hey, development team, be sure to send Senator 
Joseph Lieberman a copy of this game). 

Kingpin: Life of Crime will support server-based multiplayer games for 
upto 16 people. So, now gangland warfare can migrate from the streets to the 
Internet. Isn't life grand? Look for Kingpin: Life of Crime to hit store shelves 
sometime in March. 
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Prince of Persia 3D is the sequel to one of gamedom’s 
favorite titles. The original Prince, which debuted on the PC in 
roughly 9 Million B.C. (or was it the late Eighties?) was so differ- 
ent at the time that most gamers in their late twenties and early 
thirties will still grow misty-eyed at the mere mention of the 
game. The original Prince was set apart by its rotoscope tech- 
nology (the same process that brought Hobbits to life in the 
“Lord of the Rings” movie/cartoon). Actors were filmed running, 
jumping and fighting, then that film was transferred, animated 
and cut into the frames of animation used in the game. The 
process resulted in amazingly life-like movement ina time when 
Bezerk was still considered a technical achievement. Prince's 
gameplay became an instant classic, and has been aped, imi- 
tated or flat out ripped off by Infogrames, Core anda slew of oth- 
ers. The game also established Jordan Mechner as one of the 
premier game designers, virtually guaranteeing that every game 
he touched afterwards would be gushed over by the gaming 
press, 

But, it's been a decade since the first Prince title. The game- 
play has been so ingrained into gamer’s consciousness, that most 
kids today may not even realize from whence it sprang. Will 

Prince of Persia have the 
same impact today that it did 
when it first made the scene? 
Mindscape is banking on it. 
The Prince is getting the dust- 
off and face-lift treatment 
that’s becoming more and 
more common these days. 


The PoP3D team have decided 
(wisely) that their game would best be 
brought to life as a 3D hardware-only title 
since their plans for the new game are so grand. Despite having 
to move about ina fully 3D world, Mechner is still promising to 
deliver a simple, “elegant” interface for moving and interacting 
within PoP3D, combining fast action and combat with the depth 
of an adventure game. 

King Assan, the Sultan’s younger brother, is furious to find 
out that the Princess (who was arranged to marry his son, Rugn- 
or) has married the Prince. He lures both of them into a trap, has 
the Prince beaten senseless and tossed into a dungeon to die, 
and steals the Princess away to his mountain fortress. As the 
Prince, players must free themselves from the dungeon, avoid 
devious traps, slay mythical creatures and travel by magic car- 
pet and journey across 15 Persian locales, in pursuit of the 
Princess and her captors. 
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BINARY ASYLUM/QUICKSILVER 
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Very few television series make good settings for video 
games, but none are so uniquely suited to the realms of digital 
fantasy as Star Trek and its various incarnations. Action, 
adventure, space travel, battles... The four shows (and various 
movies) contain all the elements demanded of a strong license 
to fit within the gaming world, Interplay has produced some 
strong StarTrek stuf in the past and hopes to recapture the magic 
once again with three new Federation-approved titles. 

First up on the slate is Klingon Academy. We covered this 
title way back in Issue 2, but it’s definitely worth another look. 
Finally, a game that let’s you play with some Klingon cruisers, 
pitting you against the puny humans and their weaker Federation 
vessels. Klingon Academy is a “simulator” in nature, just as Star 
Fleet Academy was (although the gameplay will hopefully be 
much better), so you won't have to worry your wrinkled brow 
over starting any interstellar incidents, There are over 55 Klingon 
warships at your disposal (including 40 new craft), 20 weapons 
systems, an all-new 3D engine and interactive space 
environments like black holes, nebulae, planetary rings and 
more to do battle in. Join the Academy this Spring. 


Next up is New Worlds, the first 3D real-time strategy game set within 
the Star Trek universe. You can choose to play as the Federation, the Klingons 
or the Romulans as you attempt to develop or destroy the frontier in 25 
missions. 

Forget the captain's chair and the view screens, this is no naval battle. 
Down-and-dirty warfare is unusual for the franchise, and has never been 
attempted within any of the past Star Trek games. Since the series has never 
focused on any sort of ground-based combat, the development team has had 


de - PREVIEW 


fairly free reign in designing the first generation of Star Trek 
combat vehicles. Although the majority of the vehicles are 
creations of Binary Asylum, the game's developer, each and 
every single unit had to get the seal of approval from Paramount 
before they went into the game. You'll command units like the 
phaser tank, the Klingon mobile disruptor battery and Romulan 
cloaking tank. Colonies and bases will be made up_of 
hydroponics bays, photon artillery launchers and the like. 
Explore New Worlds this coming Winter. 

Finally, there’s Starfleet Command. The purpose of 
Starfleet Command is to give players the opportunity to re-enact 
the greatest parts of Star Trek: the space battles. Instead of 
dumping you on the helm of a single vessel, your role is much 


greater, more of an admiral than a captain. While Starfleet Command 
may resemble Microprose/Hasbro’s Birth of the Federation, the 
emphasis here is on combat and fleet control, rather than exploration 
and micro-management. Starfleet Command has much faster-paced 
real time action, compared to Birth’s more methodical turn-based 
movement. There are seven races to choose from, including the 
standard Federation, Klingon and Romulan triumvirate, as well as the 
Gorn, Hydran, Lyran and a pirate faction. 

Starfleet Command looks to capture the dynamics of intense ship-to- 
ship battles without a cluttered, complex control scheme. Ships are controlled 
with the mouse and a number of system menus (engineering, weapons, 
communications, etc.), while the flight and combat are simple mouse clicks 
for turning and firing. At this early stage, it’s really too soon to tell which sort 
of direction the game is going to take —serious wargame or more accessible 
action/sim? — but it does look promising. Stay tuned for more details as 
they're beamed up. Command the Federation this Summer. 


=STARFLEET COMMANDER 


Peter Molyneux got a bit fed up with the cor- 
porate grind at Bullfrog in ‘97. After selling the 
company that he founded to The Man (EA, in this 
case) in 1995, Molyneux began to chafe a bit 
under the constraints imposed by one of the 
world’s biggest game publishers and ended up 
leaving to form a whole new development studio, 
called Lionhead. Oddly enough, shortly after 
starting up his new studio, Molyneux decided to 
go with EA as their publisher. Wacky, huh? Evi- 
dently, the more things change, the more they 
remain the same. 

Which sort of sums up Black and White, the 
first game coming from Lionhead. Molyneux has 
become the ultimate authority in “god games,” 
having helped nurture and expand the genre with 
Bullfrog titles like Populous, Theme Park (to an 
extent) and Dungeon Keeper. Black and White 
looks to be an extension of those titles, a contin- 
uation on the social life-destroying gameplay with 


a whole new world of technology added to make the game 
both more simple and more complex, which is not the unrec- 
oncilable juxtaposition it may seem. 

In Eden, the world of Black and White, you assume the 
role of a powerful sorcerer, converting a tribe of villagers to 
become your worshipful acolytes (think “eleven-year-old girl 
at a Backstreet Boys concert”). In return for occasional divine 
assistance and your brilliant guidance, your villagers will 
praise your name, which generates the energy necessary to 


fuel your spells. The spells you have access to are 
dependent upon the type of tribe you control: the 
Egyptians have building magic, the Zulus have 
powerful battle spells, the Greeks have civilization 
related magic, etc. Of course, once you’ve won 
over followers, it’s time to train them and send 
them off to war. 

You're free to use whatever types of spells you 
desire, but your environment changes depending 
on your actions, altering to reflect your alignment. 
Use too many evil, destructive spells and your pas- 
toral landscapes will slowly become dark and fore- 
boding, while sticking to the lighter side may make 
your lands look like a Disney cartoon. This is where 
the “Black and White” aspect of the game comes 
in, since you can see there's more than enough 
color in the screen shots. Lionhead intends this 
game to be a huge “personality test,” which will 
reveal inner aspects of your personality. 

Magic is handled in a very unusual way. 
Instead of tables and pull-down menus of spells, 
the hand interface, with which you control the 
game, actually needs to be manipulated in certain 
ways to conjure. Lionhead calls this “gesture 
recognition,” and intends it to be a much faster way 
to cast spells. To cast a firewall spell, for example, 
you must move the mouse (and your hand) ina cir- 
cle. The game senses this movement, the accuracy 
of the motion and fires off a spell of corresponding 
strength. 

Computing power has gone through the roof since the 
world first saw Populous and 
Black and White is a reflection of 
the rapid advances in CPU horse- jj 
power, internet connectivity and 
graphics acceleration. The world 
engine driving B&W is “fully scal- 
able, rotating, environment- 
mapped, and modifiable,” 
capable of giving you “through- ff 
the-eye vision, bump mapping, | 
light sourcing and reflections.” 
Reams of Al modeling and devel- 
opment are being poured into this game, as Lionhead 
attempts to make this one of the most flexible and random 
god games ever produced. There's even a certain amount of 
the “virtual pet” phenom within, as you can raise huge crea- 
tures and shape their personalities (engine of destruction or 
helpful assistant, it’s up to you). Black and White is slated for 
a late ‘99 release. 
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characters that are even more detailed and intricate than the first game. These 
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You gotta love the Unreal boys. in their on-going efforts to one-up id 
Software, Epic has recently unveiled their plans to create a deathmatch-only 
game, Unreal Tournament, UT is not an add-on or expansion pack. This game is 
completely stand alone product that has nothing to do with the story established 
inthe irst game. Instead, UTis away fornewcomers and experts alike o practice 
and perfect deathmatch skills without ever having to attempt to navigate the 
internet. ED 

“Imagine this game as Mortal Kombat with guns," explains Clif Bleszinski, 
a designer on the project. “We're treating the first-person shooter as a fighting 
game, with teams of highly intelligent bots to fight with and against you." 

Epic really seems to be going for a console game feel with this title. Set in 
ane of those wacky post-apocalyptic future-type worlds, the Unreal Tournament 
serves as a broadcast gladiator event for the masses, with teams of contestants 
batling it out for survival, Players begin at the bottom of the ladder and need to 
work their way through increasingly dificult levels ofAl-criven opponents. “The 
bot Al has been vastly improved,” said Clif. “Bots know how to work together, 
how toplay.as.a team, navigate the levels and the best way to use their weapons.” 

There are four initial game styles to compete in, 
including standard deathmatch competition, capture the flag, 
“Domination” (in which two teams attempt to secure “control 
points” within a level) and “Assault,” where one team defends 
an objective while the other team attacks. After finishing each 


models then get to fire off a bunch of new weapons, including a lightning. 
shooting Pulse Gun, the jackhammer-like Impact Hammer, the teleporting 


Translocator device, a guided missile as well as several tuned-up favorites from 
Unreal. ait 

*We want people to get the experience of playing a deathmatch without 
the hassle, justfire up a game and go,” said Cliff. To that end, Epic is catering to 
those who've never experienced the joys of deathmatch before by providing 
tutorials for each style of game, as well as progressive difficulty levels and an easy 
Windows-style interface. 

|s this a legitimate successor to Unreal’s place in the first-person shooter 
world, oran attempt to steal some of Quake Ill thunder before it even gets out 
the gate? We're going to have to wait until April to find out. 


Looking Glass has one heck of a great combination coming up: 
system Shock 2, the sequel to one of their greatest sleeper hits ofall time, 
running on a new and improved Thief engine. 

The object of creating this sequel, according to producer Josh Ran- 
dal, is not to dumb down System Shock’s gameplay, but to make it easi- 
er to play. They've improved the interface, making it more comfortable 
and easier to access your controls. They’ve kept the sci-fi and horror ele- 
ments of the game, expanded the RPG/shooter aspects, added character 

eneration and 16-bit color to the Thief engine, which will allow for col- 
ored lighting and dithering (meaning that the graphics are much cleaner 
than Thief). 

Unlike Thief, SysShock2 is nota stealth game, but is more heart- 
pounding action. Your attacks are much more deadly than those of Thief’s 
main character. There are many ways to take on the enemies, from hand- 
to-hand to automatic weapons to psionic mental attacks. 

There are four main elements that make up a character's persona. 
The standard stats (which describe the make-up of strength, intelligence, 
etc.), tech skills (including your computer hacking abilities), weapon 
skills (to repair and upgrade any weapons you find) and your Psi abilities. 

Looking Glass is hoping to create one of the most advanced 
weapons systems ever seen in a 
first-person shooter. Each 


weapon, it may not be in the best of condition, “You might find a really 
powerful weapon that’s ahead of the tech-level curve, butit may be held 
together by spit and bubble gum, so you'll only geta few shots out of it”, 
Says Randal. 

Your character has been trained by the military. In fact, there’s an 
option at the beginning of the game to select which branch of the service 
you'll follow, allowing you to join the Marines, Navy or Secret Service. 
Each service has a different effect on your skills, boosting your experi- 
ence in weaponry, technology or Psi. There are four missions to be played 
to represent your years of service, which are used to introduce you to the 
controls. 

Once you complete your training, it's time to get into the actual 
game. You're investigating the mysterious and spooky happenings that 
have gone on aboard the Von Braun, the first faster-than-light starship. 
The story is slowly revealed as you creep about the ship, uncovering logs 
and reading email messages, while discovering clues that point towards 
a sinister alien infestation. All the logs and clues you uncover are instant- 
lystored in your PDA, so you can immediately reference them if you lose 
track of 
your 
mission 
objec- 
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weapon can be upgraded, 
increasing its cycle of fire, range 
and damage. There are also dif- 
ferent types of ammo to be 
used, from explosive to incen- 
diary, to shots that reflect off of 
walls. When you find a 
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of the four competitions, a new “Challenge” match opens, 


Which promises to put even the hardiest of mouse jockeys 
through the wringer. All said and done, there promises to be 
somewhere in the neighborhood of thirty to forty new levels 
inthe game. 

Epic has created all new player models for UT, using 
twice the amount of texture space per model to create 
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So we're looking ata 3D accelerated real-time strategy game based 
in feudal Japan, using the Chinese Art of War as the foundation for unit Al, 
Created by an Australian company, developed by an English group and 
published here in the US by EA. Despite the multicultural melange, once 
you start playing Shogun: Total War, itall comes down to samurai warfare, 

Shogun issetin the 16th Century, when Japan was less a country and 
more a loose conglomeration of states ruled by the warlike Daimyo lords. 
Trust was not a commodity in great supply at the time, as the Daimyo 

schemed, warred and politicked against each other. You assume the role of 
one of the Daimyo and attempt to build your clan into the strongest force 
inJapan, in order to become the Shogun and untie Japan under your fist. 
Shogun combines turn-based strategy elements with real-time 
tactical batiles to produce what the developers are calling a “Total War" 
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simulation. The battles are impressive, with as 
many as 5000 individual troops on screen at one 
time. 

Fortunately, you're not expected to control each man individually, 
instead you give orders to the groups (archers, samurai, ninja, etc.), who 
will attack their targets en masse, Each individual unit will have its own 
attributes that grow with experience through combat. Seasoned veterans 
will be less likely to turn and run in the face of the enemy, but they also 
won't blindly follow orders to engage a greater force. Groups can run 
through and around each other, which prevents stragglers from being 
separated from the main body of the group. All orders, including changes 
in formations, deployment and attack strategies, are handled through a 
simple mouse driven interface, 

The developers have created an excellent 3D engine, which seems 
to have done a great job in capturing Japan’s rolling, hilly countryside, 
green hills, deep valleys, rivers, forests and villages. The free-floating 
camera can view the action from virtually any angle, limited only by the 
range of your army's vision. 

There's also a top-level portion to the game, where 
























The first Flight Unlimited game was one of the best looking flight 
sims of its time, but was also one of the most unplayable, due to the 
incredible amount of horsepower demanded by the software. Flight 
Unlimited 3 has even greater visuals than the first, but is much more 
playable, thanks to 3D acceleration and Direct 3D. graphics. 

FU3 takes place in the air, over 10,000 square miles surrounding 
the Seattle area. The photo-realistic terrain is built from satellite imagery, 
taken at the equivalent of four meters per pixel, with 3D models of large 
buildings and special points of interest. Digital photos were taken of all 
the buildings and landmarks, which enabled the team to get the textures 
just right. You'll be flying past familiar locations like the King Dome, the 
Space Needle, Mt, Rainier and approximately ten thousand Starbucks 
shops. There will also be moving ground objects — traffic on busy Seat- 
tle city streets — and airport vehicles. 

You can choose to fly around Seattle from airport to airport, quick 
startin the air atany point on the map, or follow some basic missions that 
the team has created. One of the missions currently being planned is to 
follow Bill Gates’ car from his house to the Microsoft offices in Redmond. 

Looking Glass is aiming to make FU3 the most comprehensive and 
exciting general aviation sim ever and are trying to capture the true sen- 
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physics. Since the game is set in Seattle, you'd 
tigure there'd probably just be a slider with 
“heavy rain” on one side and “torrential rain” on 

the other. Wrong. You can tweak settings down to the smallest detail, 
making you feel like the world’s greatest weatherman. 

There are five planes to pilot this year. Since Seattle has so many 
lakes and bays, the team have included the Lake Turbo Renegade with 
amphibious gear for water landings. There's also a small prop-driven 
Mooney TLS Bravo, the five million dollar Beechlet 400A, the Stemme 
$10 VT Turbo semi-plider for “engineless” flight and a WWL-vintage 
Fokker DRI, for those of you who wish to register your displeasure with 
Windows98 to Microsoft in a more direct manner. 

Asa bonus for owners of last year’s Flight Unlimited 2 (published 
by Eidos}, FU3 will integrate FU2's maps of San Francisco, allowing 
ambitious pilots to chart a course from Washington to the San Francisco 
Bay Area, flying in real time. 
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tant role in flying smaller aircraft 
and a great deal of time has been 
spenton the dynamic system that 
controls the game's weather 


leaders or order your nin 


From this area of the game, you can also move your units 
around the map in a way that’s strongly reminiscent of 


board games like Risk or Diplom i 
.U 
your rule this summer, di 


as to spy on the enemy forces. 
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set for their new first-person space shooter. One of the new The 3D game engin ie locked 1 k sae Person — ~~ 7 VWWHAL ISA VV, 
rojects currently under way within the company is view, which is ideal for keeping track of the various REALISM A i a ACTION ” 

Shaner members of the party. The camera is designed to be BAESALILOIWVE CAINE FAQ L ET LUIIN, 

Summoner isa total departure for the company. With flexible and easy-to-control, allowing players to sweep the 
nary a hint of robots, space craft or vengeful aliens, field of view around to keep aneyeon pinnae yore anata 
Summoner is a fantasy role-playing game. The main is focusing a great deal of energy to meet their goa which 

is to create “the best rendering engine ever seen in an ENERO CO Ren 


character in the game is Joseph, a young summoner with 
the power to call forth demons, elemental creatures and 
other supernatural beings. As a child, Joseph accidentaly 
caused the destruction of his village by summoning a 
demon that decimated the populace instead of saving 
them from an invading army. After being exiled from his 
home, Joseph hooks up with Yago, who teaches and trains 
him, eventually setting him on a quest to recover the 
magical Summoner’s Rings. On the journey, 
Joseph meets three other adventurers — the 
thief, Flece, the warrior Jekhar and the 
priestess Rosalind — who join him. Their 
travels take them from one end of the world 
to the next, through ancient temples and 
ruined civilizations and across the Jade 

River which flows from Heaven. 
However, the journey is not without 
peril (or else it wouldn't be much of an 
RPG, would it?). The demon that Joseph 
summoned years ago is back and has an 


RPG,” and to load the game up with all sorts of amazing 
magical effects. There’s even a multiplayer aspect being 
built into the game, for on-line cooperative partying. 
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Although Sin was hampered by technical difficulties, bland 
levels and Half Life (D’Oh!), Activision's Quake 2-powered first- 
person shooter still managed to do some impressive numbers, So, 
like all smart publishers, Activision immediately moved to release 
a add-on disk to give the game (and their bottom line) another 

ump. 


sense, Wages of Sin is the product of a 
Garage team’s garage team. 

Wages reconnects with John Blade a 
few months after the conclusion of Sin. Peace has return to the city 
after the fall of Elexis Sinclaire, but her absence has created a 
vacuum that some unsavory types are now attempting to fill. Mob 
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This whole add-on thing is gettin’ kinda silly. Ritual, th ' 
developers behind Sin, got their chance to do a big she because a a hae ae Cy nis crime syndicate onan | 
nets horse 18 & aus over, while at the same tim ily- 
Percent Quake mission pack, Scourge of Armagon. Now, spotted roaming the eae ee ee ae have Dest 
pee ee fe au ae are even smaller than Ritual’s of connection? Sointenly thatsahyvalire vioving. Bartel 
est-sized team: 2015 is made up of eight guys that President dq: f AN P SY a 
are : c take ou in 17 di includi i i { 
Tom Kudirka met through the internet who then moved to Tulsa, sats ee in 17 different levels, including an interactive \G; 
Oklahoma (unbeknownst hotbed of 3D game development). Ina i As onsalicoer a a ee he aaa 
} 4 tom an add-on, there are new 


Weapons, monsters, graphics, levels and deathmatch options to be 

explored, as well as some obligatory additions to enemy Al. 2015 

ie ly cel a flamethrower, remote controlled | 

mds, grenade launcher and a silencer for your pistol, as well a T T 

a few other more explosive goodies, aa * N D U Md 
The really cool new gizmo being added is a 

hoverbike for use in special deathmatch levels, This 

shiny new toy is a zippy floating deathcycle that eee 

Comes equipped with its own weapons and a turbo ; 

booster for additional speed bursts, Players can hop 

onand off the bikes at will, jump over pits, mash into 

other players and even blow them up (the bikes will 

respawn if destroyed). Word from the Activision 


testers is that the hoverbik “ ” a. 
IS PSO oe eal eclte Cyrene AVAILABLE IN CoOL STORES EVERYWHERE. 
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Been through Half Life's alien homeworld? Destroyed 
enough players online to earn a nasty rep? Blasted through the 
new demo in record time? You ain't done, so don't give up on Half 
Life just yet, there's still more coming. Team Fortress 2, which was 
originally planned as part of the game, has ended up developing 
into a complete stand-alone product. 

The original Team Fortress was a testament to the power of 
Quake’s power. TF was a user-created “mod file, hacked together 
by a couple of guys to work with Quake online games. The mod 
allowed players to join a team and choose from “classes,” then 
duke it out. Each class had different abilities, strengths and 
weaknesses, completely changing the typical Quake one-on-one 
dynamic and paving the way for other squad-based games like 
Starsiege: Tribes and Rainbow 6. You'll no longer be playing from 
the perspective of a single grunt, but as part of a whole. Valve is 
hoping to approximate real world warfare in this manner. 

With Team Fortress 2, you get a similar game experience, 

this time utilizing Valve’s awesome Half 
Life/Quake 2 engine. Building upon the skeletal 
animation system already in place, Team Fortress 
2 introduces “parametric animation,” which 
gives characters completely lifelike movements, 
such as heads that turn in the direction they are 
looking and leg strides that adjust depending on 
stance and condition. 

Logging on to a TF2 server presents you 
with a number of options first, giving you the 
opportunity to select your team and choose your 
class before jumping into the thick of it. You can 


Driving really fast is fun. Making things blow 
up is fun. Listening to techno music is fun. Doing 
all three in a shiny, accelerated futuristic setting is 
a Psygnosis game. Specifically, it’s a new game 
called Rollcage, developed by ATD (who have 
done a number of PlayStation titles in the past). 

The obvious comparison to draw is “Wipeout 
with wheels,” but there’s more to the game than 
Psygnosis’ front-line futuristic racer. The vehicles 
in Rollcage are narrow chasis with big ol’ wheels. 
These cars may not be as pretty as some of the 
other racers out there, but they can do something 
that none of the others can: race just as fast upside 


also play Team Fortress 2 with a team of other players against 
computer driven Al teams, or even use bots to fill out your own 
team. Once you're in, there are a number of different ways to play, 
from the standard team deathmatch to capture the flag, spy 
missions and other, more complex strategy-based objectives. 
Classes now include the Commander, Light Infantry (Scout), 
Medic, Heavy Infantry, Rocket Infantry, Sniper, Commando, Spy 
and Engineer. Each class has its trade-offs in terms of abilities: the 
Heavy Infantry unit packs some serious firepower, but doesn’t 
move nearly as quickly as the spry Scout. TF2 also gives you the 
option to use the very same vehicles that drove you crazy in the 
single player game, including armored personnel carriers, tanks 


and helicopters. 


IO ES AS 


down. 

Because of the car’s 
symmetrical design, flipping over 
is no longer a race-ending situation. At many 
points in the race, you’re required to actually zip 
up the side of a tunnel wall and race along the 
ceiling, collecting power-ups and driving over 
turbo charged arrows that sling you forward with 
even greater speed. When the tunnel runs out, you 
fire forward and, with just the right maneuvering, 
land on what had been the top of your wheels and 
keep going. Think it sounds confusing? Wait until 
you try it for the first time. 

Rollcage also rewards you for plowing full- 
speed into the objects sprinkled along the sides of 
the tracks. Sure, hitting a building at full speed is 
going to slow you down a tad but, if you connect 
with the right amount of kinetic energy, not only 
will the building collapse, but the resulting 
explosion will actually hurl you forwards while 
Zapping any Opponents you may have had coming 
up from behind. : 

There are 11 different tracks in Rollcage, 
alternating between beachside runs, drag races 
through high-tech cities and high speed pursuits 
through tunnel systems. The furious pace is set by 
the music, which includes tracks from Big Beat 


superstar Fat Boy Sli oe 3 
Spring. y Slim. Look for Rollcage thi 
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by Chris Kramer 


On December 14, 3Dfx took the most aggressive step in its 
short history. In a completely unexpected move, 3Dfx 
announced that it was merging with Texas-based STB 
Systems, a huge PC hardware manufacturer (you may know 
them from their Black Magic Voodoo 2 boards) through a 
stock-for-stock swap worth an estimated $141 million. 
With this move, 3Dfx has gone from being a “fabless” semi- 
conductor company to being a full-fledged board manufac- 
turer, Now, 3Dfx is no longer dependent upon the whims of 
its hardware partners and is able to fully marry their retail 
savvy with their top-notch hardware. According to 3Dfx’s 
press release, the purpose of the merger was fourfold: 


1,)To provide PC-OEM and retail customers with a single 
source for 3Dfx branded add-in-boards for greater price 
stability and smoother product transitions. 

2.) To provide high-capacity, high-quality and reliable man- 
ufacturing capabilities as a pre-qualified supplier to the 
top ten PC-OEM manufacturers. 

3.) To allow for a more tightly integrated chip, software, and 
board-level layout and design for faster time to market 
and the most cost-effective graphics solutions. 

4.) To drive a more controlled and focused brand investment 
for an even stronger retail presence. 


This is a very significant move on 3Dfx’s part. Obviously, this 
means that 3Dfx will be striking out on their own with future 
hardware, beginning with Voodoo 3. The merger means the 
end of a great deal of consumer confusion in selecting a 
board, as well as a more unified platform approach to 3Dfx 
technology. We spoke with Scott Sellers, VP of Technology 
and one of the original founders, to discuss some of the 
many, many ramifications of this merger. 


Voodoo: Looking at the press release, where it states that one 
of the reasons for this merger is for 3Dfx to provide “greater 
price stability.” Some people are reading this as a way for 
3Dfx to keep board prices high, since there will no longer be 
competing board manufacturers. 


Sellers: Let's look at it this way; a lot of the board manufac- 
turers got burned by the price wars. Diamond had a glut of 
Voodoo 2 chips that directly contributed to. a downturn in 
one of their last quarters. We have a situation where Voodoo 
2 prices are dropping every week, which is no good for the 
consumer or the customer. We saw Banshee boards drop 
almost fifty dollars in price before the boards even began 
shipping. If you buy a piece of hardware only to find that the 
next week it’s suddenly much cheaper, you're going to get 
mad, then wonder why this hardware has suddenly been dis- 
counted. 3Dfx aims to keep prices more stable, not higher. 


V: STB seems an odd choice, considering that 3Dfx’s success 
has come from a consumer marketing standpoint, while 
STB has always been more of an OEM business. 


S:STB's strength has traditionally been on the OEM side; 
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retail was never a big priority for them. However, they do 
have the infrastructure set up, it’s just a matter of turning 
them on. Internally, everything is already there and it's 
now just a matter of matching 3Dfx’s strengths with STB’s. 


V: How will 3Dfx handle international distribution? Starting 
up a US business is hard enough, but the European and 
Asian markets are even more tricky. 


S; Europe and Asia are definitely more of a challenge. Early 
on, I think we're going to establish some key partnerships 
with companies worldwide to help us ease into those mar- 
kets. We're definitely not going to try to take on the whole 
world at once, there's just no way to turn on total interna- 
tional distribution in a single quarter, or even two or three. 


V: How will 3Dfx meet initial demands for Voodoo 3 on their 
own? Are you worried about being able to get hardware 
out in significant amounts? 


S; Launching a new product is always difficult, just look at 
the game consoles as an example. In Japan, Sega only had 
150,000 units of their new hardware when it first went on 
sale. It took them a few more weeks to be able to catch up 
to the demand and they’re still not one hundred percent 
there. As much as we ramp up production, we know that 
there are going to be people slamming down the doors to 
get their hands on Voodoo 3. Companies with a hot prod- 
uct always face this. The only way to solve the problem 
would be to delay the introduction of Voodoo 3, but that’s 
not a wise thing to do. It'll be tough to get your hands on 
a board for the first few weeks, but it was the same way 
when Voodoo 2 and Banshee launched, even with the 
multiple partners producing boards. 


V: With 3 Dfx now becoming a board company instead of a 
chip manufacturer, do you think we've seen the end of 
Glide? Do you think developers are going to be less like- 
ly to develop for a single-board API and just work with 
DirectX? PowerVR and Rendition were never able to get 
their APIs off the ground, unlike 3Dfx. 


i) 


: | don’t think Glide is dead, not at all. If you think about it, 
3Dfx has always been a single vendor, just one with mul- 
tiple partners. PowerVR and Rendition also had hardware 
partners; their APIs never gained acceptance because their 
installed base wasn’t significant. Developers are mainly 
concerned about one thing; does it make sense financial- 
ly to develop to a non-standard API. Developers are drawn 
to Glide because of our strong market presence, our 
installed based and the fact that we are the de facto stan- 
dard in 3D acceleration. Only the very uninformed think 
that our base will shrink or that we will lose focus on the 
development community because of this move — that 
would be blatantly stupid on our part. We're definitely 
strengthening our core business. Glide is a big part of our 


future and will continue to evolve with each iteration of 
the hardware. 





V: A lot of 3Dfx users have become worried that this move 
may mean that their current hardware won't receive fur- 
ther attention from 3Dfx for driver support and updates. 


S: We'd never forget our current customers, that just would- 
n‘t make any sense. We're going to try to make this transi- 
tion as smooth as possible and to do that we will continue 
to support existing products. What would be the point of 
us screwing our end users? These are the people that we 
hope continue to stay with the company and our products. 
The same goes for STB; all products will be supported as 
necessary. In a very small sense, we began to see how dif- 
ficult a job Microsoft has when we started having to sup- 
port the various hardware configurations and drivers that 
our partners were creating. When you start having to look 
at each different board and driver set to make sure that 
each game is running... It gets to be a major headache. 


V: How will this merger affect STB’s previously announced 
hardware (motherboards, TV tuners, etc.)? 


S: At this point, any product that has not yet been introduced 
will be re-evaluated by both companies. 


V: How are marketing and sales duties going to be split 
between 3Dfx and STB? Will 3Dfx’s current marketing 
group take over the board side? 


S; We haven’t made any firm announcements yet, but you'll 
probably see some key people from STB coming out to 
3Dfx (from STB’s offices in Texas to 3Dfx in Northern 
California). 


V: What does this merger mean for future hardware? Is it 
going to be sold as an STB board with a 3Dfx chipset, or 
will the STB name eventually fade away? 


S: The branding on the hardware will be all 3Dfx. Anything 
to do with consumers will have the 3Dfx brand name and 
logo on it front and center. The majority of our success so 
far has come from the high-end gamer market, which can 
actually be a slight negative when it comes to the OEM 
and Business Application side. While that side of the com- 
pany will remain a secondary focus, we can’t ignore 60% 
of the market. There will be a new brand name for busi- 
ness related products from 3Dfx, but this is more of a mar- 
keting problem, not a business one. 


V: Will 3Dfx continue to create the same sort of innovative 
solutions that we've seen from some of the companies, 
like Metabyte’s tweaked drivers or Canopus’ original hard- 
ware designs? 


S: Yes, definitely. As a company, we need to offer a broad 
spectrum of designs, not just vanilla reference boards. We 
fee] that companies like Canopus and Metabyte have 
added interesting value to our chipsets and we recognize 
the fact that consumers want something more than just a 
plain-Jane board. We're looking into all sorts of options, 
from supporting TV and digital outputs to on-board DVD 
decoding. 


V: You would think that some of the former hardware part- 
ners (especially Diamond and Creative) are not going to 
be too happy about this new business arrangement, espe- 
cially since they're now cut out of 3Dix’s future products. 
Is it intimidating to know that you're now up against past 
allies for shelf space? 


S: Creative and Diamond both helped us establish our brand 





presence with the consumers. And now we're going to 
have to compete against our former partners, which is 
going to be tough. Both of those companies have a lot of 
infrastructure built up, not to mention a good reputation 
for their success with our products. With time, however, | 
see us being right up there with the two of them. After all, 
you're only as good as your hardware, and we've got the 
best. 


V: Is this merger almost as big a win for companies like 


Nvidia as it is for 3Dfx? A lot of companies are now going 
to be looking for replacements in their product roadmaps 
to fill the holes left by 3Dfx and Nvidia is already there in 
a lot of cases. 


S: If you look at things right now, you'll see that Diamond 


and Creative have both 3Dfx and Nvidia parts, yet the 
3Dfx boards are outselling them by a ratio between 3 to 1 
and 8 to 1, depending on the retailers selling the hard- 
ware. Nvidia has had just as many chances to reach the 
consumer as 3Dfx, yet they're not pulling in the numbers 
at retail like we are. Why does the consumer choose 3Dfx? 
It’s because of all the things we do and the name recogni- 
tion we have. | don’t see how this is going to help Nvidia 
in the short term. 


V: | saw an article in which the writer claimed that Diamond 


and Creative invested money in the development of 
Voodoo Graphics and Voodoo 2. Is this accurate? 


S: No, that’s absolutely untrue. Both companies put up 


money into the production of risk wafers when we began 
manufacturing Voodoo 2 chips, but that was only to 
ensure that they had product to ship on time. Neither 
company invested money into 3Dfx’s R&D. 


V: What is your goal for 3Dfx? Do you wantto see the brand 


disappear within a system, like $3 or ATI? Often people 
who buy OEM systems don’t even know what type of 
video card is running in their computer. 


S: Not at all; in fact, 180 degrees opposite of that. Because 
we're now a much bigger company, we can increase our 
visibility even more, with our eyes on eventually becom- 
ing like the “Intel of 3D graphics.” We want people to ask 
for 3Dfx at retail and be steered towards the right product. 
We want to continue to be a highly branded, highly rec- 
ognized company, not to become an invisible chipset. The 
last thing in the world we want is to be in S3’s position. 


V: Will this new move distract 3 Dfx from its original busi- 
ness? 


: No, but it does increase the likelihood that we will domi- 
nate this market segment. With STB’s backing, we're going 
to be able to get into the OEM market as never before. 
We've essentially bought ten years of infrastructure that 
we can leverage into our continuing 
corporate philosophy. From our per- 
spective, we have to capture a sizable 
portion of both the consumer and 
OEM market in order to leverage our 
R&D expenses. We now have a huge 
advantage against “invisible” brand- 
less chips, since we have coupled a 
strong retail presence with STB’s ten | 
years of OEM experience. Scott Selle 
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"Wiorderfeally Dwisted” 
- Computer Games Stracegy Phus 





“The manna from heaven you've been 
warty for Requiem: Avenging Angel 
has the look of a winner” 

- Computer Gaming World 
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Requiem: Avenging Angel™ 
immerses you in the ultimate 
battle between good and evil, 
with 3D first-person action 
so intense it transforms “fire 
and brimstone” into “fire and 
reload”. Grab your high- 
powered weapons and blast 
through netherworlds and 
futuristic cities. Encounter 
bizarre characters from all 
over creation. Turn enemies 
to salt, boil their blood, then 
unleash a flesh-eating plague. 
Get Requiem: Avenging Angel 
Because you're a messenger of 


God. With a high-caliber 


message. 
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NEWRY? AND IAPROGSDs 
It's hard to believe, but it’s only been two and a half years since 3Dfx burst onto the PC graphics 
scene and nearly single-handedly created the 3D accelerator market. Their first product, Voodoo 
Graphics, was a shot heard ‘round the gaming world, astonishing everyone with performance and 
features at least a year ahead of anyone else on the market. It was a coup for 3Dfx and gave them 
an instant reputation for excellence, While their next product, the ill-received 2D/3D Voodoo Rush 
Was viewed by many asa failure, expectations and excitement remained high about their next- 
generation 3D-only product. When that chipset, the Voodoo 2, arrived, however, the general 
applause at the massive performance improvements, multi-texturing and other enhancements was 
marred by a faint background grumbling: where was the innovation? The Voodoo 2 was essentially 
the Voodoo 1 ata higher clock speed — almost all of the apparently new features were in the first 
chipset all along, they just weren’t enabled in consumer boards, Still, the Voodoo 2 was the best 
board around by a long shot, so they sold like hotcakes, Meanwhile, everyone turned their eyes 
forward to the upcoming Banshee; 3Dix was being more tight-lipped about it than the NSA, and 


speculation abounded that here, at last, we would see another huge leap in features and imaging 
quality. 


PECIAL FE, 


But itwas notto be: the Banshee, an excellent part to be sure, proved to be a world-class 2D engine 
married to a Voodoo 2 without single-cycle multitexturing —not exactly the next generation peo- 
ple were hoping for. The grumbling became louder as most of the gaming community reluctantly 


:Unreal 1024x768 


= 


and grumpily shifted their expectations once again to 
focus on the future and 3Dfx’s next big product rollout. 
Well, here we are at that future— around the time this 
issue hits the stands you should be able to go outand buy 
a board based on the Voodoo 3. Listen even moderately 
hard and you can hear that the grumbling has given way 
to cries of outright consternation. 


a 
a 






FEA 


The Voodoo 3 is essentially a Banshee with multitextur- 

| ing added ag inand a much higher clock speed; little 
F More, it nothing less. Many in the gaming community 
and the 3D industry seem to feel almost alironted by the lack of true innovation, criticizing te 
Voodoo 3 for its similarity to its predecessors. Butis this fair? Or are people being blinded by their 
frustrated expectations of a worthy and interesting product? Let's take a look... 
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00000 3 OR BANSHEE 2? 


The Voodoo 3 is basically a Banshee endowed with a Voodoo 2’ || 
multi-texturing capabilities. The only major remaining difference |) 
that the Voodoo 3 also runs much faster than its predecessors, Butoh, || 


what difference that is! The new chip comes in three flavors, the 7 3 


MHz Voodoo 3 2000, the 166 MHz Voodoo 3 3000, and the 183 || 


MHz Voodoo 3 3500. The 2000 is aimed at the value market, moth. 


erboard integration and mainstream OEMs. The 3000 and 3500, on 


the other hand, are targeted point blank at gamers and provide a one. 
slot solution with Voodoo 2 SLI - level 3D married to the fastest 2p 
on the planet. Other notable specs include: 


3D: (VOODOO 3 2000 / VOODOO 3 3000 / VOODOO 3 3509) 
* 143/166/183 Mpixels/s, 286/333/366 Mtexels/s 

* triangle setup engine for 6/7/8 Million triangles/s 

* Banshee and Voodoo 2 cores: should yield excellent compatibility 
* 16 MB of SDRAM/SDRAM/SGRAM 

* 3D resolution up to 1920 x 1440 

* internal calculations done at 32-bit accuracy 

* single-cycle multi-texturing 

* bilinear and pseudo-trilinear filtering (LOD dithered MIP mapping) 
* 16-bit floating-point Z-buffer 

* SGRAM block writes: 8X faster for fills, Z-clears, etc. 

* dynamic environment mapping 

* bump mapping (using texture offsets) 

* Pentium Il-optimized: handles out-of-order-execution 

* stays at or near peak performance with most features on 

* patented fogging technology: exponential table-based 

* effects are per-pixel and perspective corrected 

* edge antialiasing (for about a 50% performance hit) 

* supports all major APIs, including a full OpenGL ICD 

* largest textures: 256x256 

* highest output color depth: 16-bit dithered rendering (22-bit effective 
2D: 

* 300/350/350 MHz RAMDAC for up to 2048 x 1536 @ 65/75/7512 
* DVD playback acceleration (YUV conversion) 

*S-Video/TV-out (3000 & 3500) 

* digital LCD interfaces (3500) 

“two gamma settings ata time (e.g. video and desktop) 

*128-bit 2D graphics, including the VGA core 

*The entire Windows GDI in hardware 

GENERAL: 

*PCl or AGP 2X 

*8.2 million transistors (more than many current CPU's) 

* MSRP of $129/179/249 








DEA UH OL eweR ABAD 
For those of You familiar with the capabilities and specifications ofthe Voodoo 2 
and the Banshee, the Voodoo 3 is essentially a marriage of the best parts of both 
(see Voodoo 30r Banshee 22), The Voodoo 3 has the single-chip form factor, inte- 
rated 2D/3D and high resolutions of the Banshee along with the dual-texturing 
of the Voodoo 2. However, this isn’t your grandfather's Voodoo 2; the Voodoo 3 
isa speed demon. In its OEM and value-directed form (the Voodoo 3 2000, MSRP 
$129), it whips along at 143 MHz, while in its gamer-oriented incarnations (the 
Voodoo 3 3000, MSRP $179, and the Voodoo 3 3500, MSRP $249) it blazes forth 
atan unprecedented 166 or 183 MHz. The Voodoo 3 3500 isn’t just a Banshee 
lus a Voodoo 2, it's a Banshee plus a full Voodoo 2 SLI setup all on a single 
board! Other notable differences include AGP 2x (still no AGP texturing), incred- 
ible RAMDACS (up to 2048x1536 @ 75 Hz), and digital LCD display support. 
interestingly, people in the industry who have seen the board in action say that 
theVoodoo 3’s images do look a bit better than its predecessors’, despite the lack 
of new rendering features — this may bea result of the higher quality RAMDACs. 
That's about it. Basically, what you saw is what you get, only much faster. 


While this means that the Voodoo 3 has all the well-known strengths of the 
Voodoo line coupled with industry-leading speed, italso means that the chip par- 
takes of the same weaknesses as well. In particular, the Voodoo architecture is 
getting a little long in the tooth when it comes to image quality. Rendering fea- 
tures that were more than a year ahead of things in October, 1996 are now about 
ayear behind the curve. For instance, the Voodoo 3 is unable to render in 32-bit 
color, is restricted to 256x256 textures, and has only a 16-bit Z-buffer. In addi- 
tion, it cannot use AGP texturing, has no stencil buffer, and cannot do full-screen 
de-aliasing. 

Most of the Voodoo 3’s anticipated competitors, such as the TNT, the TNT2, the 
Rage 128, and the Savage4, don’t suffer under these restrictions. This shortfall in 
the Voodoo 3’s maximum imaging quality is a large part of the reason so many 
people are frustrated with the chip: critics accuse 3Dfx of playing fast and loose 
with the public trust, asking consumers to spend their money on a warmed-over 
version of the same old thing, instead of something with real improvements. 3Dfx, 
in turn, says the Voodoo 3 is exactly what they wanted it to be and what the 
gamers (and OEMs) need — it's all part of their plan and it’s the next logical step. 
They refuse to add any feature, they say, that will slow down the chip's outstand- 
ing performance: ‘we will incorporate no feature before it's time.’ To which the 
critics reply, ‘that’s ridiculous — 3D is fast enough now that people want image 
quality more than raw speed. What a bunch of excuses and hot air.’ And so it 
goes, around and around. 


Frankly there's truth in both points of view, 3Dfx does have a fundamentally new 
architecture in development (see “The Future's So Bright...”), and I’m sure they'd 
love to be releasing it now, so in that sense the Voodoo 3 is definitely a stopgap 
measure. However, when 3Dix argues that the lack of new features reflects a 


focus on speed rather than negli- “Shogo 1600x1200 
gence or complacency, that also | 


tings true. Once one understands | 
iy e 


3Dfx’s views on what's important in 
3D and the consistency with which 

i 
\ 


they've followed that philosophy, it RK at ‘ 







becomes clear that in the absence of 
their new architecture, The Voodoo 3 
Is exactly what they say it is — the 
next logical step in their product line, 
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When it comes right down to it, frame rate is God at 3Dfx. Thou shalt do anything 
and everything you can to improve image quality, of course, but only as long as 
you can do it without sacrificing speed. As Scott Sellers, 3Dfx’s VP of Research 
and Development, said to me, speed is a feature, And what do they mean by 
Speed? The original Voodoo 1 was designed to maintain 30 fps at 640x480, but 
that’s old news. They have their eyes on the prize— 60 fps at 1600x1200, no stut- 
BS, and the Voodoo 3 is their nextstep in that direction. A feature like 32-bitren- 

Sting, which currently incurs as much as a 50% hit in frame rate is pointless, as 
tl ey see it, until it can be turned on without a cost in speed. Similarly, AGP tex- 
luring is pathetically slow and 24-bit Z buffers suck up memory bandwidth bet 
*r used to maintain breakneck rendering performance. Frame rate is king, and 
Until their next generation architecture is ready, that means that new rendering 









THE FUTURES SO BRIGHT... 


Ifthe Voodoo 3 isn't 3Dix’s long-awaited next-generation architecture, then when will we 
see that fabled device and what will itbe capable of? What has 3Dfx got in store for us in 
the meantime? In order to answer those questions, | will have to resort to a mixture of con- 
jecture and deduction, but | suspect that a fair amount of what follows will prove accu- 
rate when the truth comes out. Of course, only time will tell. 


In the short run, no crystal ball is necessary: soon after the release of the Voodoo 3 2000, 
3000, and 3500, 3Dfx will introduce the 4x AGPVoodoo 3 4000, Appropriately enough, 
the timing of its debut is set to coincide with that of Intel’s new 4x AGP chipset. As far as 
I can tell, there should be little to distinguish it from the 3500 aside from the change in 
AGP speed. Given the responses of 3Dfx officials to my questions about Voodoo 3 SLI 
(carefully vague denial), | suspect that we may also see some form of that later in the year 
as a last hurrah for the current architecture. Moving forward from there, however, takes 
us into the realm of mystery and extreme speculation. 


Some time in the 2nd half of 1999, 3Dfx will release their entry in the next-generation 
chip races, and | expectitto bea true break in the 3D continuity, a paradigm shift not dis- 
similar to that produced by the introduction of the Voodoo 1. Frankly, it pretty much has 
tobe: not only does 3Dfx’s survival depend on it, butits almost impossible to believe that 
the vast numbers of top-flight engineers and chip architects who will have been working 
on it for two years or more will fail to execute. The following represents my best attempt 
at determining Rampage's specifications from a synthesis of online rumors, quotes from 
3Dfx employees and architects, and my own discussions with members of the 3Dfx team, 
including Scott Sellers, 3Dfx’s VP of Research and Development. That said, please bear 
in mind that all of this is conjecture and does not represent any kind of official statement 
or release from 3Dfx Interactive. 































POSSIBLE SPECS FOR 3DFX’S NEXT-GENERATION PART 
HIGHLY LIKELY TO NEARLY CERTAIN: 

* Massive fill rates (around 900+ MTexels/s) 

* 32-bit color rendering with no speed penalty 










*Full-screen antialiasing with no speed penalty 













* Much bigger textures (2048x2048 or larger) 














*Texture compression 










* Support for 64MB or more local, on-board memory 






* Multiple, independent pixel pipelines 











* Quad+ multitexturing per pass (2+ textures/pipeline/cycle) 
* 24 or 32-bit floating point Z buffer 

* 4+x AGP and full AGP texturing (for bullet pointing) 

* New blending modes: may be extremely flexible 

* Glide compatibility 

* 8-bit stencil buffer 
*2D3D 
*True single-cycle trilinear filtering 

* Extensible architecture (a variety of configurations possible) 
PROBABLE: 

* Real-time shadows and lighting with no speed penalty 






























































* Single chip design 

* Some kind of specular lighting 

* Scalable parallel architecture (2+ Rampages can work in tandem) 
REASONABLY POSSIBLE: 

* High tap anisotropic filtering with little or no speed penalty 













































* Geometry acceleration 

* True bump-mapping with no speed penalty 

* MPEG/MPEG-2 texturing 

* Surface tesselation 

* Particle effects (for fire, hair, weather, smoke, etc.) 
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e their product line, from their point of view, is to speed it up. 
”), which, in the case of the Voodoo 
a! The Voodoo 3 is born. However, 
s itso important to have such high 


features are beside the point— the only substantive way to Improv eon 
ans fill rate (see “Overkill or Just the Beginning” 
Units (TMUs) and higher clock speeds. Voila 
itleaves another unanswered: just why i 


So, it all makes sense. Currently, speed me 
architecture, means more Texture Management 
even though this explanation addresses one critique, 
frame rates at such high resolutions, anyway? 
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ven more so, high frame rates, 
“1600x1200 at 60 frames 
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:Quake2 1600x1200 Many people seem to feel that high resolutions and, even 
are overkill. A typical comment might go something like this: s 
per second? Pshaw! 1024x768 at 30 fps is plenty - you can hardly tell the difference. 
Inreality, the impact of high frame rate and resolution can be quite dramatic. High res- 
olution not only clarifies distant objects and adds detail, italso hasa reasonably potent 
antialiasing effect — the higher the resolution, the smaller the pixels; the smaller the 
pixels, the smaller the ‘jaggies’ on the edges of objects, and thus the less we perceive 
7 aliasing. The need for high frame rates, on the other hand, is a bit less obvious. 
Several influential pundits in the 3D world have pointed to US television’s 30 frames 
per second and asked why we would need anything more than that, since TV seems perfectly fluid. It seems like a good point at 


first. In fact, one could go further, since European TV uses 25 fps, and movies are filmed at 24. However, there is an incredibly 


important difference between the images that make up TV and film and those that make up current 3D gaming sequences: real- 
time 3D gaming images are never blurred by motion. That blurry trailing edge found on 
film and video of quickly moving objects has a potent impacton the perceived smooth- 
ness of a projected object’s motion, helping the eye and brain to piece together a series 
of strobed images into a continuous trajectory. Animators have known this for years, 
adding blurs, streaks and strategic stretching and squashing to their images ina quest | 
for the illusion of high-speed motion. Current consumer-grace 3D computer graphics 
systems, in contrast, produce images of objects with perfectly crisp edges: I challenge 
you to give me an estimate of how fast any object (without a speedometer) ina screen} 
capture of a computer game is going. Good luck! Try the same thing with your VCR's 
pause button in the middle of an action flick and you'll see what I’m talking about. 
So what's a 3D card to do? Well, one could try to do motion blur, but that would require 
at least a fourfold increase in geometry and fill rate, It turns out it's much cheaper and 
nearly as effective to simply raise the frame rate. Somewhere around 60 fps or so, even 
very fast motion seems smooth and continuous, and that only requires twice as much 
fill rate as 30 fps. By the way, this is important even when nothing around you in a game 
H is moving that fast, since motion is relative: all you have to do is turn around quickly 
} and that mountain in the distance will swing across your field of view at an impressive 
}] , clip. The difference between 30 and 60 fps will be suddenly apparent, and you'll be 
25554 | much happier if you're viewing at the higher rate. 


PREC Y @& FAST= DESISIONS. 


BEGISIONS... 

So, what does this all mean? It means that the Voodoo 3 will be the fastest thing 
around in terms of raw speed when it's released, but it won't be able to match the 
maximum image quality of its contemporaries. It also means that that raw speed is 
a potent and important feature in and of itself and that, for many people, the extra 
image quality afforded by things like 32 bit color may not be worth the cost in per- 
formance. If you want good image quality, the stability of mature hardware and dri- 
vers, Glide compatibility, and high-resolution SLt-level 3D married to the fastest 2D 
on the planet, all in a single slot, then the Voodoo 3 is your only choice. Even those 
lucky gamers who already have a Voodoo 2 SLI setup may find the idea of 2 free slots 
higher 3D resolutions, AGP 2x texture uploads, and a better RAMDAC/image qual- 
ity appealing at such a low price point. 


i i etd, its all about what set of features you want most; good looks and blinding speed, or great looks and decent speed 

nti 3D x and others come out with their true next generation offerings, that’s what you have to choose from. As for me, | Gn 
on getting a Voodoo 3, but it’s very much a matter of individual preference and needs —for the next while, the choice of hi h 
3D board to get is going to be more personal than obvious. / een 
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Inall, the Voodoo 3 may lack in innovation but, ifit’s a s it’ 

nall, the i ; Wits a stopgap measure, it’s a pretty cool one; at its introduction 

vide the fastest 2D and the fastest 3D the industry has ever seen, So, even if itisn’tnew, the Voodoo 3 is definitely ee 


ment: it deserves recognition and success, and 3Dix i i 
and success, 2 x deserves credit for uppin i 
changing the rules of the game again later this year. Baie Decleor tne, bor ee 
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OVERKILL OR JUST THEBEGINN Nga 


The Voodoo 1 produces 50 million Fre 
els per second; the Voodoo 2 Produc 
90 million by itself, and 180 million in 
an SLI configuration. Numbers like 
these are dizzyingly huge and Perhaps 
a little confusing. It can all begin ty 
sound like meaningless marketin 
hype: after all, even at 1600x1200 res. 
olution at 60 fps, we're only looking at 
1600 x 1200 x 60 = 115 Mpixels 
right? Well, not really as it turns out, In 
most current 3D approaches, includin 
3Dix’s, you have to draw every on. 
screen pixel of every triangle in the cur. 
rent image, whether or not it’s hidden 
behind something else. So, if your tar- 
get ducks behind a boulder, then the 
3D system has to draw all of the pixels 
in the target and then those in the boul. 
der, meaning that for many locations on 
the screen, a pixel is drawn more than 
once. The degree to which this occurs is 
referred to as depth complexity: if every 
pixel gets drawn once, then you havea 
depth complexity (or DC) of 1.0, while 
drawing each of them twice on average 
yields a value of 2.0. Popular games, 
like Quake 2, often have DCs in the 2,0 
- 3.0 range, meaning that the 115 
Mpixels/s mentioned above becomes 
something closer to 300 Mpixels/s. 
Hold on, it gets worse. Most leading- 
edge 3D games use a technique called 
multi-texturing to create lighting, 
atmospheric and special effects. 
Basically, this involves blending sever- 
al textures onto the same triangle, 
increasing the number of times each 
pixel in that triangle is painted. Because 
some architectures, such as the Voodoo 
2, the Voodoo 3 can blend two textures 
together before actually putting the 
result ona pixel, the cost of this kind of 
rendering is measured in texture ele- 
ments, or texels/s instead of pixels/s. 
The level of multi-texturing currently in 
use can double or even triple the effec- 
tive DC, and coming games, like 
Quake 3, are likely to raise the ante 
even further, Suddenly that 300 
Mpixels/s becomes something more 
like 600-12004 Mtexels/s, and the 
Voodoo 3's 366 Mtexels/s doesn’t seem 
like such overkill anymore. In fact, on 
game like Quake 2, already slipping 
into yesterday's news from a 3D tech- 
nology point of view, that 366 Mtexels/s 
only gives us about 38 frames per se 
ond at 1600x1200, and 55 frames pet 
second at 1280x1024. The bottom line 
is that the quest for insane fill rates 5 
just beginning; by this time next ye" 
we may well be seeing ‘Btexels/s, 2" 
itll bea serious feature, too, not just 
bullet point. 
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In the past, racing games were the place where developers proved their 3D 
worth. In the past few years, FPS have teplaced the Tacing game as a showcase 
for 3D, but that doesn’t mean racers are any less important. 3D acceleration has 
been a great boon for racing games of every type, be they two wheeled, four, 
ornone. It’s hard to replace the visceral thrill that comes from thundering down 
a track at ungodly speeds as you try to box out your competition and, for that 
reason, facing games will always appeal to every gamer. 


Flight sims are sort of the double-edged sword of the gaming world. While on 
one side, the quest for the ultimate in realism has delivered incredible accura- 
cy in terms of flight madels and physics, the very same thing often turns casual | 
gamers away in confusion. While top-notch sims of the past have been total sys- 


tem hogs, 3D acceleration has given us airplane rides that are fast, fun and 
accurate, all at the same time. 
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Need For Speed 3 
(Electronic Arts): ( 
The current champ of 3D 

accelerated racing, EA's rebel } 
racer is a fine machine on 
many levels. Beautiful, yes, 
but like a finely tuned sports 
car, amazingly fast and pow- } 
erful. Not only are you on the | 
lam from the cops, but in a | 
classic turn-about, you can § 
also play as a cop chasing \ 
down speeders. 


European Air War 
(Microprose/Hasbro): 
Combat Ace Tom Chick can’t 
Say enough good things 
about this game. His glowing 
review in this issue (check 
Page 84) paints a better pic- J 
ture than the space allows 
here. 


vear that 3Dfx has been predicting for quite some time. This year, if it wasn't 3D, it just wasn’t big news (with 
ae ae, ore tie Starcraft). There ae 50 many 3 D accelerated titles in 1998 that Voodoo’s eee ae regi ly burstin 
with material. There were so many games, in fact, that a good number of them were overrun or Goieleen et in the nee of stronger 
opposition. But there were a number of true gems released over the course of ‘98. The editors of Voodoo bah Has Sathered 
together a list of the top 3D games of ‘98, which sparked debate in many instances. Remember, we're covering only the best 3D accel. 
erated titles, so don’t be surprised when big 2D hits like Starcraft and Railroad Tycoon don’t make our list. 
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Thinking can be so overrated sometimes. Occasionally, you want nothing 
more than to sit down in front of your finely-tuned PC and make some 
things blow up. Exploding heads have been proven to help ease pent-up 
frustrations, especially when you imagine your boss/significant 
other/roommate/poodle to be in the midst of a fiery explosion. 3D accel- 
eration makes action games so much better that playing without it just 
doesn’t make any sense. 


This category could almost have been the Game of the Year section. FPS, 
as we like to abbreviate, have come into their own this year, surpassing the 
Granddaddies of the genre in terms of graphics, innovation and gameplay. 
‘98 saw so many excellent FPS titles that we've finally begun to forget 
about Doom and Duke Nukem 3D. 


Microsoft Combat Red Baron 3D 
Simulator (Microsoft): (Sierra/Dynamix); 
For years, people have been As much an apology as a new 
asking for guns on the front of product, Dynamix rescued their 
their planes in MS Flight Sim. series from languishing by right- 
With adjustable levels of real- ing wrongs and adding 3D 
ism, anyone can play this acceleration. Never have the 
game. Plus, you can import war-torn skies of WWI looked 
planes from the tamer game so nice. Sorry, non-3dfx users: 
and put guns on them: nothing this machine only runs in Glide, 
beats flying a so take your 
747 equipped 7 sorry butts to 
with cannons the store and 
and machine- get a real 
guns. —— accelerator. 


Gran Prix Legend Moto Racer 2 
(Sierra/Papyrus): (EA/Delphine): 
True oval-track fans know that Some of the editorial staff of Voodoo 
today’s sport is so highly engineered argued that Motocross Madness was one 
and safety conscious that there’s of ‘98's top two-wheelers, but the truth is 
almost never any good carnage. that Moto Racer 2 contains most of the 
Not so with this late Sixties racer. same elements and a whole lot more. 
Gran Prix Legends harkens back to Moto Racer 2 has dirt tracks, snow cours- 
the bad ol’ days of racing, when es, city streets, indoor and outdoor races, 
cars were built out of solid steel and witha nicely designed 3D engine. And, if 
_ had wide open _—_—— you get bored with 
f) cockpits (which . the multiple tracks 
J were perfect | [am Gea provided, there's a 
i targets for | |-— simple track editor 
bouncing that will let you 
wheels). build your own, 





















Half Life (Sierra/Valve); 

Takes the cake. This award is x Heretic 2 

a no-brainer, as We're sure 4 ft (Activision/Raven): 

the game will top every other This third-person game is fast 

list you see. Thank you, Valve, and frantic, with stunning 

tot ong Heine and efit lighting effects. While other } 

& = games using the Quake 2 

engine showed obvious 
signs, Heretic 2 was like a 
whole different world. As 
good looking as it is violent, 
Heretic 2 is an action gamer’s } 
fantasy. 
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The traditionally staid Strategy market has undergone a much needed 
Renaissance, with dynamic 3D games replacing table-top wargames, in terms 
of dominance. Real-time strategy games continue to evolve (although not as 
fast as first-person shooters), but ‘98 saw a number of companies release titles 
that were incredible blends of strategy and action, providing relief for those tired 
of staring at hexagonal grids on top of maps of 1940’s-era Europe. 
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As much an exercise in brain power as thumb twitching, adventure games com- 
bine many game aspects into a thought-provoking whole that often leaves you 
searching through endless web pages or strategy guides as you attempt to 
unstick yourself from a dead end. 3D adventure games were limited this year, 


(Eidos/Looking Glass): 

As unusual to play as it is 
unexciting to look at, Thief 
was hampered only by throw- 


Rogue Squadron 
(LucasArts/Factor 5)* 

And sometimes having that 
big license helps out a great 


Descent: Freespace 
(Interplay/Volition): 
Voltion proved themselves with 
this unusual turn of the Descent 


(GT Interactive/Epic Games): 

Finally. Had it been released in 
‘97 as expected, Unreal would 
have dominated that year, but 
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back 3D technology. In terms 
of gameplay, style and con- 
tent, this game had it all. 
Hopefully, Looking Glass will 
take their time creating a 
sequel, ensuring that all the 
things that 

were done 

right evolve, 

while the few 

smaller mis- 

takes are cor- 


tected. 


the truth is in ‘98 that there were 
justas many similar games with 
the same caliber of graphics. 
Still, Epic’s long-overdue baby 
Was a monster smash for GT 
Interactive and the intense tech- 
nology running the game guar- 
_ _— antee, that 
» Unreal’s pres- 

ence will con- 

i tinue to be felt 
throughout ‘99. 


deal. Those of us who are too 
developmentally challenged 
to really enjoy the complexity 
of the Star Wars sims, but still 
want to fly X-Wings against 
the Empire, are rewarded with 
this gem of arcade-like joy. 
~ And the 
graphics are 
a treat as 

well. 


universe. Gone were the tunnels 
and robots, replaced instead with 
huge starships, great mission sce- 
narios and buckets of alien 
intrigue. Freespace was the first 
game in a long time to have suc- 
Cessfully out-Wing Commander- 
ed Origin’s Wing 
Commander 

and we look 

forward to the 













Rainbow 6 (Red Storm 
Entertainment): 

Tom Clancy's software devel- 
opment house cranked out a | 
game that was more than a 
match for the novel it was j 
based on. Despite having some § 
flaws in terms of gameplay and 
graphics — Rainbow 6 wasn’t | 
designed like a traditional | 
video game — it still provides 
intense bouts of thinking and 
reacting. 

















Grim Fandango (LucasArts): 
LucasArts tends to own the 
adventure genre any year that 
they actually produce a game 
of this type (play Full Throttle 


or Curse of Monkey Island if 


you don’t believe me) and 
this year was no exception. 
Grim Fandango is a work of 
art masquerading as a game 
and succeeds on virtually 
every level. 


Final Fantasy VII 


but the ones we were offered were quite good. 


Tomb Raider 3 
(Eidos/Core): 









































Myth 2 (Eidos/Squaresoft): : : 
‘i ne: (Bungie): ; The biggest RPG in console We Were ee bea 
fT Starsiege: Tribes Battlezone made resource The first Myth title had the history made the leap to PC ere ae Bee aes 
i (Sierra/Dynamix): management and ground unique distinction of not only this past year, with mixed suc- var ep ide Sen Tes 
ike Half Li i bat both exciting and being a great game, but the cess. Technical difficulties and Pp i Ral 
- Sure, games like Half Life, Rainbow 6 and Sin on ir | Bane world’s first 3D accelerated the nature of being a port 3 and you definitely can't fault 
| provided some excellent deathmatches, but ae 4 ee Al et real-time strategy game. Myth 2 almost crashed this game, but Core for their level designs. You 
i nothing along the lines of Dynamix’s Starsiege: Hees Saisie leave sai dishes up more of the same, the involving storyline and know exactly vinous te 
lim Tribes, A new breed of online only/3D only ae te cet oa hpeeection adding dozens of new units, [ _. sweeping with Tomb aides ut that’s 
i games, Tribes captures the dynamicism of a e without wor- greatly improved Ss) nature of the , —~ Sil Beka e 
Fr first:person shooter and adds in the component RM ying about ) Aland a host of Lamers S28, made seca ah 
| of team-oriented gameplay. Tribes combines your units. new combat up org ihe fae wath it 
f elements of Capture the Flag with the grislier options. problems. ? - 
~ aspects of first-person mayhem, Creating a 
fo remarkable experience. 
' oa 
ta 
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hard core fans a place to go to replay the big games and 
to blow off some steam with their favorite team. Not as 
PC world as itis to the console market, sports games still 


Sports games provide 
+ casual users with aw. 
crucial a genre to the 
| amount to significant sales 


1 NEL Blitz (Midway Home 
\| Entertainment): 
Credited with reviving the 
| flagging arcade sports market J 
(and with giving a boost to | 
arcades as a whole}, Blitz is 
1 
i 


one of the funniest, most 
action-oriented sports games 
ever produced, The gameplay 
is so simple that even the 
most pigskin-challenged of 
players can overcome the fact 
that they don’t know the NFL 
from the CIA. 


‘NHL‘99 (## SSD) (NBL 

(Electronic Arts): — (Electronic Arts): | 
For the past few years, EA has Basketball may not be having its 
most successful year, but E/ 


been taking hockey to higher 
and higher levels, building up 
the number four sport to be 
one of their front-runners in 
terms of playability and graph- 
ics, NHL ‘99 shows that 

there’s still 


franchise sure is. EA keeps mov- 
ing their sports games closer 
and closer to looking like the 
real thing and Live ‘99 undoubt- 
edly provided a few months of 

substitution for 


: plenty of the real thing. 


ie places left to 
<a take 3D 
+3 | acceleration. 


“98 was a stand-out year. Rampant, “me-too” games have died down a bit, hav- 
ing been replaced with honest innovations and some top-notch games. There 
Were quite a few titles released last year that will go on to influence develop- 
ment of future games, which is good for all of us. There were a lot of games that 

tood out in terms of experience delivered, but we've had to narrow down the 
ones that really made a difference. 


cane EONS oT 
Half Life (Sierra/Valve): 
liyou haven't played the game, 
you're reading the wrong mag- 
azine. Half Life undoubtedly } 
caused many game designers 
to pull out fistfuls of hair, shriek 
in frustration and scrap their 
current design docs (has any- 
one seen Daikatana lately 


velopment history, Half Life 
s the new target to shoot for. 
Hopeiully, we will see games 


in ‘99 as good as this one. 


(Heretic 2 

! (Activision/Raven): 

} When you look at the differ- 

} ences between Half Life and Uprising was the game 

} Heretic 2, you might as well start the action/real-time strat- 

j be comparing apples to 

} grenade launchers. Heretic 2 

| a fair-to-middling FPS the baby genre fun, playable 

i s nd whipped it into one and pretty. Battlezone stands as 

} god-almighi third-person an example of a game interface 

J action game. 5 - that is as pow- 
s It would be } BR erful as it is 
wrong of you | 1 
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Best Usage of 3D Acceleration: 
HERETIC 2 


b: “Heretic 2 looked freakin’ zing, hitw 
fate the Quake 2 engine. Also, Half life’s skeletal animation 


was breathtaking, especially seeing the bullets zip by you.” 
Kramer: “Descent: Freespace was impressive, particularly 
Volition’s explosions. : 

Whittle: “Tie between Battlezone and Myth 2.” 


Wolf: “Need For Speed 3.” my : : 
Chick: “Falcon 4.0 has an amazing and beautiful terrain engine 


without the smoothblurr look of most accelerated terrain. It does- 
n't look like other sims and, for that reason, it stands out nicely.” 


Ham: “NBA Live 99.” 


Best Looking Game: 
UNREAL 


Bub: “The game | use to wow friends and non-gamers is Jane’s 
WWII Fighters.” , ; E 

Kramer: “Although Forsaken didn’t make much of dentin the gam- 
ing world, it sure does look pretty.” 

Whittle: “Unreal.” 

Wolf: “Tie for me between Independence War and Descen 
Freespace.” 

Chick: “I have to go with European Air War. Yes, it’s lo-res and the 
models are rough in comparison to other sims, but the pieces all 
fit together beautifully. This game presented the most stunning 
over-all picture in a game for 1998.” 

Ham: “Heretic 2.” 


Best Gameplay: 


THIEF 


Bub: “Half Life, with Thief a close second. Half Life was all the 
things a first-person shooter needed but never before had.” 
Kramer: “Thief totally amazed me, in terms of gamepla 

just did so many things right with the objectives within the levels 
and really nailed the feel of skulking about.” 

Whittle: ‘Battlezone had the best ‘new’ control method that actu- 
ally worked.” 

Chick: “European Air War was a delicious throwback to the days 
of Dynamix’s early flight sims. Whereas most of the WWII flight 
sims were afflicted with superficial gloss in one area or another, 
EAW had an excellent combat engine wrapped around a strong 
sense of your pilot’s personal career.” 

Ham: “Half Life.” 


Worst Game: 
TRESPASSER 


Bub: “Trespasser was disappointing, but the worst 3D by far was 
Flesh Feast from SegaSoft.” 

Kramer: “Sure, there were a lot of bad games this year, but was 
anyone really looking forward to playing Extreme Paintbrawl or 
Turkey hunter? Trespasser had all the hype and potential in the 
world and in the end it was pure crap.” 

Whittle: “Return Fire 2.” 

Wolf: “Anything Hunter.” 

Chick: “So many to choose from! I'll have to go with Blood 2 for 
falling so far short of its excellent predecessor.” 

Ham: ‘Fox Sports Soccer.” 


amazing, even though it was 


Thief, by far, especially with the recently added 3D audio 
patch.” 

Kramer: “Unreal with the added EAX extensions for my Sound 
Blaster Live! 3D audio card,” 

Whittle: “Unreal on a 3D audio card, hands down.” 

Ham: “Unreal.” 


Li Game rem ealiy Aen cow They'll Done This, 


Bub: “Had Trespasser lived u i 
ub: spa p to the hype by actually modellin 
dinos and having physics that made cena : ; 
Whittle: Removed the jumping puzzles from Half Life (I hate 
those stupid boxes over the electrified water).” 
wart : tt only Seng had used Interactive Magic’s Dawn of Aces 
graphics and tlight models, Red Baron 3D would have been great.” 
Chick: “Finished Falcon 4,0.” 
Kramer: “Shipped working versions of Unreal and Sin in the box, 
instead of requiring numerous patches.” 
Ata If only they had deathmatch battles and co-op modes in 
‘ogue Squadron, the game would have been much better.” 








".atruly jaw-dropping in scale and design" -PlanetQuake 


"..a Shooter of epic scale." -Computer fer-Taliarem ivelate| 
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"A white-knuckle festival of burning rubber and hot lead..." -PC Gamer 


“If you still think multiplayer action gaming can never get better than 


the Quake™ games, think again." -GameSpot 
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their own unique performance Meats at Blostcval gengs with over 40 unique weapons, carjack Take on 12 insane missions in your quest to become gang Available wherever you buy software “ 
Weapons capabilities, your opponents’ ride or climb up to a stationary cannonto warlord. Prove your skills in the arenas, eliminate rivé! or to order directly call 1-800-245-7744 www.accolaie.com 


blow away unsuspecting punks. gang members and destroy all those who oppose you ther product names. logos and trademarks are ol thelr respective companies 
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Multitexture has been a hot topic ever since Quake demonstrated the power and 
beauty of multiple textures through its use of light maps. This article describes the con- 
ceptand advantages of multitexture, and then takes an in-depth look at some of the uses 
of multitexture in the context of a demo that | wrote specifically to push the limits of mul- 
titexture. 

Mulltitexture can be defined as the ability to apply multiple (more than one) textures 
toa polygon during the rendering of the polygon. Without multitexturing, a polygon 
with multiple textures would have to be rendered multiple times, once for each texture. 
With multitexturing, the polygon can be rendered rv times, where nis the number of 
textures applied to the polygon, and tis the number of textures the graphics system can 
render in one pass. Typically, n=2, which means the polygon is rendered once for hard- 
ware, where t=2 and twice for hardware where t=1, 


QUALITY IMPROVEMENTS 


One of the interesting advantages of multitexture is that it can improve both image 
quality and rendering performance. And the two are in fact very related. First, let’s look 
at image quality. 





TRILINEAR MIPMAPPING 


Trlinear mipmapping is one of the highest quality texture filtering methods avail- 
able, requiring 8 texture samples and three linear interpolations (thus the name trilin- 
ear), Trilinear mipmapping looks better than bilinear mipmapping because it eliminates 
mipmap bands which appear within a polygon when the rendering engine switches from 
one mipmap level to another. Trilinear mipmapping blends between mipmap levels, 
producing a smooth transition between mipmap levels with no banding. In many tex- 
tures, mipmap bands are not noticeable, but in other textures they are very distracting. 

Each of the TMUs in Voodoo Graphics is capable of performing a bilinear filter oper- 
ation on 4 texture samples per clock cycle. With multitexture and a special blend mode 
that blends based on the fraction of Level-Of-Detail, trilinear mipmapping can be per- 
formed at full speed instead of half speed, 


LIGHT MAPS 


Light maps were popularized by the Quake series and are now a standard tech nique 
in many games. Typically, ambient and/or diffuse lighting is placed into low-resolution 
texture maps and then combined through multitexture hardware with the base materi- 
al texture map to produce a very realistic lighting effect. Itis also possible to use spec- 

j ular lighting maps, as well as specularity maps, which specify where a material is 
specular, to add even more realistic lighting effects. And ifnecessary, emissive light maps 
(glow maps) can also be used to complete the lighting equation. 


SPECIAL EFFECTS 


Although gratuitous special effects can have a negative effect on a game or movie 
there are many special effects that are not gratuitous. For example, reflections in a mir- 
ror or off a sheet of glass or shiny surface can add a realistic touch toa scene. Many spe- 
cial effects can be implemented by rendering multiple textures onto a polygon 


Detail Textures 


A very useful technique is to use a detail texture to add high frequency noise to a 
texture. This prevents the base texture from becoming blurry when viewed up close at 
high magnification. For example, a detail texture such as stucco can be combined with 
a Wall texture. When the viewer is up close to the wall, the wall texture is very blurry, 
but the detail texture is not. Detail textures are typically noisy patterns and are repeat. 
ed many times across a polygon. For example, a detail texture might be repeated 16 to 
64 limes as often as the base texture. This prevents the detail texture from becoming blur- 
ry when magnified. Per-pixel mipmapping prevents the detail texture from aliasing or 
sparkling when the texture is minified during rendering. ae 
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Reflection Maps 


Asimple reflection can be implemented using a reflection map. One example y 
reflection map is the effect of clouds reflected in a car’s rear window. When the Fear yy 
dow polygon is rendered, rays can be cast from the viewer towards the vertices ah 
bounced upwards into the sky, indexing into a sky texture. The sky texture and the te, 
ture for the rear window (streaky glass for example) are then rendered simultaneoyy 
This same technique can also be applied to other shiny surfaces on the car, e.g. the ca), 
roof. Mirrors can also be rendered using this technique assuming that a reflection m, 
of the surrounding environment has been created beforehand. 


Projected Textures 


Spot lights and headlamps can be rendered using projected textures. In this cas 
the light’s texture is projected onto polygons in the scene, and a new set of texture cog, 
dinates for the projected texture is computed. The projected texture is rendered at th 
same time as the base texture for the polygon. 


Texture Morph 


By controlling the blend coefficient between two textures in a multitextured po 
gon, you can morph from one texture to another. This can be used to change the mate 
rial appearance of a surface, e.g. from skin to fur - can you say werewolf? 


Bump Mapping 


Bump mapping adds lighting detail to an otherwise flat surface, giving the surfac 
a “bumpy” look and feel. A popular technique these days for simulating bump mappin: 
isa technique called emboss mapping. The details of emboss mapping are beyond th 
article, but the underlying principle is taking a height field texture map and subtracting 
aslightly shifted version of the height field from itself. The shift direction is along the ax 
of incident light. This produces a texture representing the diffuse lighting on the heigh 
field and can then be Gouraud shaded or modulated by yet another texture. 


PERFORMANCE 


In each of the cases above, multitexture increases performance in two ways. Fis 


itrenders pixels n/t times instead of n times, thereby reducing the depth complexity "| 


is the number of textures applied to the polygon, and tis the number of textures the 
graphics system can render in one pass), In the typical case where tis 2, it halves the 
depth complexity. Secondly, there are fewer traversals through the application databas 
and fewer polygons passed through the API and to the hardware. It is not uncomm 


for multitexture applications to run at twice the speed on multitexture hardware, whe" 
n=t=2, \ 


THE BORG DEMO 


Awhile ago | wrote a demo that | called “Borg”. The purpose of the demo Ws" 
see if| could find a practical use for 8 textures, The actual demo that | came up with use 
9 textures, though | must admit a few of them used were more for fun than absolut’ 
necessary. The basic theory of texture mapping is that you represent surface color!” 
with an image rather than with colored polygons. While you cannot represent su 
Geometry with a texture map (unless its a displacement map), you can represent su" 
color. Thus, you can greatly reduce the polygon count. For example, a 256 by 256" 
ture map can represent 65,280 different colored rectangles, which would othe"! 
require 65,280 quads to render. Obviously, one textured quad is a LOT more ell" 
than 65,280 quads. And with mipmapping it can be properly filtered and anti-ali* 
unlike a geometric Tepresentation. 

_,_ Inthe Borg demo, | attempted to push this theory to the limit. In all of my de" 
either create the models by typing coordinates or | use a small C-code loop 10 ge" 
the coordinates for parametric models like oylinders. | like to see how few vertices!" 


yse ina demo, not how many. For the Borg demo | decided to make my life really sim- 
le- my model would Consist of a single cube, 8 vertices forming 6 quads or 12 trian- 
les, of which only half are visible at any one time. That would let me concentrate on 
the artwork! When | thought of what object | could represent with a cube, the “Borg” 
ship came to mind. ; 

So the goal was to see just how realistic a flat surface | could create using just one 

olygon -a quad. And with multitexture, as many textures as | could dream up. | decid- 
ed to concentrate on detail texturing and then throw in afew more special effects: a pro- 
ected light, glow (emissive) textures, and a reflection map along with a selective 
reflectance map. When all was said and done, | had used 9 textures which required 5 
passes to render on Voodoo? hardware, 

THE DEVIL'S INTHE DEALS SS. 

For my Borg demo | decided to go beyond just using one detail texture - | wanted to 
finally try out an idea | had when | first created the 3Dfx multitexturing architecture but 
had never seen demonstrated - that of image synthesis. It is common knowledge that 
any sound wave can be synthesized by combining sine waves of different frequencies. 
jwanted to use images of different frequencies, or more precisely images with similar 
frequencies mapped toa polygon with different repeat counts, to try to synthesize a new 
image that was much more interesting than any of the component images. Specifically, 
| \vanted to create a new image that could be viewed from afar with visible low fre- 

uency detail as well as from extremely close-up with visible high frequency detail, and 
witha smooth continuum in between. 

To achieve this effect, | chose to apply four textures to each polygon (actually the 
top and bottom of the cube only have two textures so you can see the difference). The 
repeat counts, how many times the texture is repeated across the palygon, would vary 
from 1 to 12.285. The exact values are 1.0, 3.5, 9.45, and 12.285, and were chosen 
through trial and error, i.e. whatever looked good to me. Let me call the textures A, B, 
C,and D. 

The final resulting image would be A*B*C*D. However, since all RGB values in the 
texture represent values between 0 and 1.0, they can only get darker when multiplied 
together, That means that A”B*C*D is likely to get very dark. To combat this problem, | 
brightened the textures and adjusted their contrast using a paint program, and adjusted 
the alpha-blending modes in my program. One trick is to use the SRC*DEST + 
DEST*SRC alpha blending mode to achieve 2*SRC*DEST which helps offset the dark- 
ening effect caused by multiplying textures. So in the Borg demo, 2*A*B*C*D is the final 
result of the detail textures. | spent a lot of time experimenting with textures and adjust- 
ing their brightness and contrast - it’s important to note this - some textures might not 
look good at first, but after some adjusting they're just fine. Then | adjusted the texture 
coordinates to vary the repeat count of each texture to get the effect | desired. Choosing 
textures, adjusting textures, and mapping textures is a very artistic task. Although | am 
no artist, | did know exactly the effect | wanted and a good idea of how to get there. 


Here are the four textures | used to texture map the surface of the cube: 


The cube on the left only has Gouraud shading applied, the next cube to its right 

has the first texture repeated 1.0 times, the next cube has the second texture repeated 

~» times, etc, As you can clearly see, textures that are repeated look very unnatural. The 

"ext set of images shows the cube with each of the textures additionally mapped to the 
Polygon, the image on the right having all four textures mapped onto the polygons: 
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Note that the top face only has two textures applied, so you can see the difference. 
At the other end of the spectrum, when the viewer is very close to the cube and the tex- 
tures are highly magnified, the opposite happens, the first texture is totally blurry (the 
cube on the left) and the fourth texture looks quite nice: 


The first four images are close ups of the cube with only one texture. The image on 
the fat right is the combination of all four textures. The fourth texture still has enough 
high frequency detail that it would not look blurry at even higher magnifications. Here's 
another look at the cube from farther away with one, two, three, and finally four textures 
applied to the polygon: 


On aVoodoo?2 card it takes 2 passes to render the four textures. For the first pass, | use 
the following Glide calls: 


guTexCombineFunction( GR_TMU1, GR_TEXTURECOMBINE_DECAL ) ; 
guTexCombineFunction( GR_TMUO, GR_TEXTURECOMBINE_MULTIPLY ); 
// set up color combine to display texture modulated with constant RGB 
guColorCombineFunction ( GR_COLORCOMBINE_TEXTURE_TIMES CCRGB ); 


I then call grConstantColorValue() with the result of simple diffuse lighting for each poly- 
gon face. For the next pass, | do the same thing, except there's no lighting and | use the 
“tricky” alpha-blending mode that | previously mentioned: 


guColorCombineFunction( GR_COLORCOMBINE_DECAL TEXTURE ); 
grAlphaBlendFunction (GR_BLEND_DST_COLOR, GR_BLEND_SRC_COLOR, 
GR_BLEND_ONE, GR_BLEND_ZERO) ; 


Now here is a very important point. What | have done is taken one 64x64 texture 
and three 128x128 textures, actually less than the equivalent of one 256x256 texture or 
65,280 texels, and created an equivalent texture of 1572x1572 resolution, or 2,471,184 
texels. That's a 37:1 compression ratio! You don’t always need extremely large textures 
to represent huge expanses with high detail - you can synthesize them from smaller tex- 
tures using multitexture! This requires orders of magnitude less texture memory. 


YOODOO LIGH 


As everyone knows, spaceships have lights, so let's add some lights using a glow 
texture. The actual glow texture is just black with some lights drawn in, and the texture 
is simply added to the surface textures: 


This is one of the two textures that | personally 
created, all the others were created by artists or came 
from stock textures. If this texture is repeated multiple 
times across the Borg ship, it looks like the left image 
below. Unfortunately, the repeating pattern of lights 
is noticeable. If you repeat the texture fewer times, 
then it looks like the middle image, which doesn’t 
have enough lights when up close. So | used the same 
technique that | did for the surface texture - multiple 
textures applied at different frequencies. In this case 
however, | used the same texture. In the first applica- : 
tion it was mapped with a 3.2 repeat factor to the polygon and in the second applica- 
tion itwas rotated 90 degrees and repeated 0.9 times. ‘The final image on the tightis the 
result of applying the same texture twice, the repeating pattern is not Noticeable and 
there's ample detail when magnified. Remember thatthe top face only has two textures 
applied - see how boring it looks! 
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GR_BLEND_ONE, GR_BLEND_ZERO) ; 
es, the left most without any lights, the next with the glow GR_3 


’s another set of four imag e 
See al d by the glow texture repeated 3.2 times, and finally 


texture repeated 0.9 times, followe better idea how it works. The left Mage « 


following images give you a i vorks, 
ae She ots close with the reflecting windows, the image 
Of 0 


both repeat pattems: - Gouraud shaded cube (no textures) up 
. . ; s oy the right has all the textures applied: 


As you cansee, if the glow texture is only repeated 0.9 times, then it has insufficient 
detail when magnified. Ittakes both high frequency and low frequency textures to gen- 
erate an image that has sufficient detail when magnified and yet no repeatable patterns 

/ agnified. 
x ee card, rendering the lights requires an additional pass with two tex- 
tures, The following code snippet sets the modes in the two TMUs. The upstream TMU 
is in DECAL mode and the downstream TMU is in add mode, and also sets the alph- 
ablend mode to add the resulting sum to the frame buffer: 





MBINE_DECAL) j 
D)i . 1 i Ses 
TURE ) j An interesting effect - but a static shot doesn’t do it justice, you really have to see 


NE,GR_BLEND_ZERO); Mole Cun mcrae (hl Gaul Atma LCs windows could use some trim around them... 


quTexCombir 
guTexCombineFu 
guColor 
arAlphaBl 
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SPOTLIGHTS ANYONE? 


Now just imagined if someone had a spotlight and shone it upon our Borg ship, Inthe demo, there are actually two other polygons - one on the left side and one oy 
what would that look like? Ok, perhaps it is a contrived situation. But maybe there’s an JMIUTSUTAITSS(eea MURS planet textures mapped onto them, giving the demo a bet 
approaching ship with docking lights turned on. The left image is our favorite Borg ship (IOS MAS Utne so the Borg cube with 9 textures and the background: 


with 6 textures, and the right image has an additional projected texture added in. 
‘ 


The projected texture map is just a spotlight texture (| think you can imagine what that 
looks like) and it is added to the frame bufter using the following Glide calls: 


quTex' netion( GR_TMUO, ¢ TURECOMBINE_DECAL ) ; 
auColorCombineFunction( GR_CO BINE_DECAL_TEXTURE ) ; 
orAlphaBlen Bi ) ONE, GR_BLEND_ONE, GR_BLEN 


MIRROR, MIRROR ONTHEWALL = 


The final effect is reflective windows (mirrors) on the ship. To achieve this effect | 
used two additional textures. The alpha channel in one texture contains the following 
texture (the other texture that | personally created), which defines where the windows 
are: 





!\Wwas pretty impressed with my demo when | was done with it. | left the cube spinn": 
up close on my computer, turned off the lights, and just stared at it. Even my childre" 
Were impressed (or at least that’s what they told me). All was fine until | saw the Star Tre 
movie again and the real Borg ship. Oh well, if you measure effect/triangles | think | dd 
pretty good. ; 


This texture is repeated 5.6 times across a face. The 
other texture, a nebula, is reflection mapped. The tex- 
ture is vent to be located behind the viewer, then a 
tay is cast from the viewing location towards each 

vertex, reflected off the BOIPBDA about its facet nor- FINAL NOTES 

mal and then used to index into the nebula texture. : ; forma" 
The following Glide calls render these two textures ig Multitexture is an extremely powerful technique that both increases pertorma”*” 
the final pass, replacing the frame buffer where the MAAN MU RUC AES Oar ee oan eee ee ne 
alpha channel is non-zero and leaving the frame J aaaua the possibilities. The rest, as they say, is left as exercise for the reader 
buffer unmodified where the alpha channel is zero. The Borg demo can be downloaded from our Web site, www.3dix.com. Its4 

tle tricky to run and the user interface is primitive (my Unix background shows throu: 

50 make sure you read the instructions that come with it. = 


by Gary Tarolli 
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THE DEADLIEST CREATURES 
IN THE UNIVERSE ARE ABOUT TO 
MEET THEIR MATGH... 
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PREDA 


The three most ferocious species in the universe are 

survival. Take your stand as a Marine, a Predator, or an Alien, where one wrong move turns you from hunter into prey. 

© AVP DELIVERS ‘the most shockingly realistic first person and multi- 

© OVER 50 LEVELS of enormous, terrifyingly realistic 
to arazor-sharp edge. 

* FEATURING THREE OF THE BADDEST BEINGS in the science fiction world 
friends using the full multi-player networking option. 


ActualiGame Screens 







oe = itpel” 

© SCALE WALLS and elevator shafts asian Alien and advance with “This game could be one of our all time favorites! 
frightening speed as you attack to devour your opponents. — Computer Gaming World 

° STALK YOUR PREY as the deadly Predator using wrist blades, shoulder 4 =e 
cannons and invisibility as you surprise attack your enemies. “Scaring ie crap out of il hig boys. 


° LOCK AND LOAD as a Marine using motion trackers, pulse rifles and 


— PE Accelerator 
flame-throwers to eradicate these vile creatures. 





“Is there anyone that doesn’t want to play this one?” 


— PG Gamer 





pitted against one another ina bloodthirsty battle for the ultimate prize — 






player action with heart-stopping suspense and shocking realism. 
game environments offer virtually unlimited replay to let you hone your combat skills 
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EVERQUEST? 


Glide 
Supports resolutions up to 1024x768, 3D Sound 


i layers multiplayer 
Keyboard, Mouac, On-line only, 10,000+p! lay ‘ 
Minimum Pentium 166/32 Mega o’ RAM (3D hardware required) 
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Bm happy to say that I've finally cut back on EverQuest. For 
those of you who haven't heard the word, EQ is an online- 
only, 3D accelerator required, massively multiplayer RPG. | 
don’t play nearly as much as | used to. Odinsson the 
Barbarian Warrior has remained at the eleventh level for 
quite some time now, while other people's characters that | 
used to play with are well into their twenties. I'm proud of 
this fact, much in the same way a claustrophobic is proud of 
going to the mall or an alcoholic is proud of passing up a 
drink. Because EverQuest was both the best and worst thing 
that ever happened to me. 

Iwas never one for MUDs (Multi-User Dungeons), as | 
held them in similar regards as | did chat rooms — sad, dorky 
people who read too much Tolkien and spenta great deal of 
their time asking probing questions like, “Are there any hot 
chicks here?” EverQuest sounded kinda cool the first time | 
saw the game running, but I've never been much for fantasy. 
At fifteen, | discerned that guys who played D&D usually 

didn’t meet a whole lot of girls, so | gave up RPGs in the 
hopes that this would improve my desirability. Role playing 
games were for geeks —| would only play computer games, 
which are much hipper and sexier. (At least that’s what | tell 
myself.) 

When | finally managed to sneak my way into the 
second phase of the EQ Beta Test back in September, | not 
only remembered why | liked RPGs so much in the first place 
(all the magic, dragons and sword-swinging of the Dark Ages 
without all the pestilence, odors or disease), butalso realized 
that EverQuest was the RPG that all us geeks have been 
Waiting for. Technology has finally caught up with the needs 
of a truly interactive 3D world. From the moment my 
persona stepped foot into Norrath, | was hooked. | played for 
hours and hours at a time. The Fall issue of Voodoo was 
almost late because | would come into the office at 8 AM, 
read my email, make a few calls and then fire up EQ, “Just 



















for a few minutes.” | haven’thad a game become such an all- 
consuming part of my life since Yiggy showed me Doom for 
the first time. Dave Silviera, our production dude, was even 
worse. Since he didn’t have a computer at home and only 
has a Mac on his desk at work, he'd stay late at night to play, 
often not even going home. 

All the integral RPG dorkiness is here in EQ: the classic 
character stats (strength, stamina, agility, dexterity, wisdom, 
intelligence and charisma), multiple skills, twelve unique 
races, fourteen different classes, tons of weapons, magic up 
the ying-yang... Everything you'd expect from a serious RPG. 
The beauty of EverQuest is that these pen-and-paper 
elements have been married to a slick and wondrous 
multiplayer game, with as many current technological bells 
and whistles as the team could cram in, from accelerated 
graphics to 3D sound. 

At first, | was sure that EQ would never provide a 
playable experience on anything less than a dedicated T1 
line, but they sure have proven me wrong. | play both at the 
office on our ADSL line (which really disturbs the other guys 
when they're attempting to download porno from the net) 
and at home on a 28.8 connection. Sure, | prefer the speed 
at the office, but my dial-up games can still suck the will to 
move from my psyche for hours on end, 989 has some really 
great server technology going and | haven't had latency 
Cause me too many problems. Have no fear: you will be able 
toplay this game. 

Norrath, the world of EQ, is full of surprises. There is no 
Way that any one person will ever fully explore it. I just too 
big. Asan experiment one night, Dave ran ina fairly straight 
line from the Northwestern end of the main continent to the 
Southeast. It took him nine hours of jogging. There are more 
Tuins, cities, dungeons, lairs, Crypts, camps, outposts, castles 

and keeps than you could ever imagine, just waiting to be 
explored and plundered, 
Unlike Ultima Online, which tries to be more of a 








wf like the phrase “full disclosure,” which makes 


me feel all tingly... 





medieval lifestyle sim, EverQuest is a game about action. The 
role-playing in EQ is of the straight-up “See the monster, slay 
the monster” style, rather than forcing you to spend hours ata 
time digging, sewing, baking or fishing (although you can do 
these things in EQ as well). Action is the name of the game — 
you're rewarded more for thinking with the pointy end of your 
sword or the zap end of your spell than for your diplomacy or 
trade skills. 

Combat is as intense as a first-person shooter but on a 
completely different level. Get killed in Half Life online and 
you press the space bar to restart. Dying in EQ is much more 
traumatic. Gameplay is designed to reward people who fight 
together, rather than separately, so a group of three or four low 
level characters actually have a better chance ina fightthan a 
single mid-level character does in many instances. Also, you 
choose whether you want to be able to fight other players; 
there's a switch that allows you to become a Player Killer if you 
so desire. Leave it off and no one else can harm you — but 
they can still bore or annoy you. This eliminates Ultima 
Online's biggest problem, the evil little thugs that lurk just 
outside every city, ready to pounce on your newbie ass and 
stick a knife in your ribs. | for one prefer to worry only about 
the monsters of fantasy, rather than the monsters of humanity. 

There is a real sense of community within EQ. A 
language of slang and abbreviations has grown and flourished 
within the game, based on keyboard communication. Most of 
the people will take the time to help someone, either in the 








form of a well-placed spell or directions to a local guild or 
merchant. Chatting is an integral part of your experience 
within EverQuest, whether you're making friends, dueling 
with rival Guilds or screaming for help as you're being chased 
by a train of Gnoll Guards. 

EverQuest is not perfect by any stretch of the 
imagination, but | think that’s one of the things | love most 
about the game. You get this feeling that the game will never 
be fully complete, but not in the “Oh crap, | can'tbelieve they 
shipped this” way, but in the sense that the world is constantly 
evolving and growing. Over the past three months, EQ has 
gone through some huge restructuring, rendering the game 
almost totally different than what it was back when | first began 
playing. All these changes have been effected by the team, 
based on their own experiences within the game, as well as 
the wishes, desires and bitching of the very vocal EQ 
community. Spells and combat are being continuously 
tweaked, monsters are being added, removed or toned down 
to match the level of the players within an area, while small 
touches like ambient sound and music have been 
implemented in a way that not only makes it an exciting game, 
but an amazing world. 

In the interest of full disclosure (and because | like the 
phrase “full disclosure,” which makes me feel all tingly), let me 
end my review by stating that | wrote the instruction manual 
and co-authored the Official Players Guide to EverQuest. 
When we began work on the Players Guide, one of the 
members of the team looked at me and said, “The only way for 
you to be able to write this book is to start one character of 
every race and class and play each of them at leastto level 35 
.” He was only half-joking. | worked on these two projects 
because | love this game; it was a privilege to be able to bea 
part of it, no matter how small. EverQuest is going to end up 
being one of those rare games, like Doom or Command & 
Conquer, that will positively reset the way people think about, 
play or design games in the future. £Q is much, much more 
than a game, itis a world, a lifeand an addiction. Try it for 
yourself and see how you getsucked in. | dare you. 
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alf Life is a beautiful game. Not in terms of 
graphics, necessarily (although they are mighty 
fine), but more in its design and balance. For once, 
a 3D shooter actually straddles the line between 
excellent single player game and awesome 
multiplayer experience. While so many other 
developers feel the need to focus on one aspect 
while merely paying lip service to the other, Valve 
has taken the time (boy, have they) to fully flesh out 
one of the best shooters ever. 


The real test in any first-person shooter is the 
multiplayer component of the game. I’m pleased to 
report that Half Life meets and exceeds all death 
match expectations. It’s so easy to find and then eS 
connect to a game, it's ridiculous. All the internet 


stuff is handled within the shell of the game, so 
getting into a major fracas is as simple as connecting 


For a professional egghead, Freeman does possess 
qamatural marksinanship skills, but we'll just chalk that 
ip lo desperale measures, 
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For once, we're not going to simply gloss over 
the back story. In Half Life, you're not a generic Joe 
Marine running through level after endless level 
with no particular direction or meaning. You are 
Gordon Freeman, a corporate lab monkey 
working in the super top-secret Black Mesa 
research facility. The game begins with a long tram 
ride into the heart of the base (which goes on a bit 
too long, perhaps) that leads to your section. Once 
inside, you're ordered to suit up to help out the 
other mad scientists in a funky experiment that 
goes predictably awry, ripping open a riftin the old 
space-time continuum, allowing all sorts of alien 
boogers to begin flooding into our hapless realm. 
The government, in its infinite wisdom, decides 
that the Black Mesa base has become too much of 
a liability, and moves in to expunge all traces of 
life, both alien and human, in order to cover up 
the blunder. All of a sudden, your ordinary schlep 
existance has become a lot more interesting, not 
to mention violently life-threatening. 

The only things you've got going for you is 
your Hazardous Environment Suit and your 
deadly aim. Since so much of your work in the 
past has been in radioactive or otherwise 


unhealthy areas, the facility has geared you up 
with a bright orange exoskeleton that provides a 
small measure of life support and armor. For a 
professional egghead, Freeman does possess 
unnatural marksmanship skills, but we'll just chalk 
that up to desperate measures. 

All of Half life’s “levels” make sense. As you 
go from lab to sewers, to canyon to reactors, 
there's a natural progression to the areas. This 
game is not just a random collection of cool maps 
plunked down in any old fashion. The levels 
themselves are loaded on the fly as you play, so 
there's a more gradual shift in the presentation of 
environments, rather than an abrupt and less 
believable change. At certain points, the game will 
pause for a few seconds and load up the next area. 
This is great for people who hate sitting through 
incredibly long load times (like Sin), but some 
folks may not dig it. Personally, I'd rather go 
through a few quick downloads every once and 
awhile than sit and stare at a “Now Loading” 
slowly building across the screen. 

Most 3D games these days are beautifully 
architectured but still feel as if they‘ve never had a 
living soul inside. The Black Mesa installation, on 
the other hand, is filled with evidence of past life. 
There's a bowl of food in the microwave, papers 
left unread on desktops, overturned chairs and 
other small touches that make you feel as if 
hundreds of people actually worked within this 
facility. 

There are also dozens of scientists and 
security guards scattered throughout Black Mesa 

who will talk to you and sometimes provide 
assistance. Guards will accompany you, adding 


shooter comes in really handy) and the scientists 
will open locked doors and even administer a boost 
of health to perk you back up. Every one of these 
characters has something to say, delivering 
additional information, plot points or vague hints to 
get you through the next area. 

Let's talk about Artificial Intelligence for a 
second, shall we? Valve has done an excellent job 
in making the enemies less predictable. While some 
of the lower level critters aren’t that bright, the 
enemies you run into in the later areas are much 


} more of a pain. | actually found the human foes to 


be much more interesting than the aliens, 
especially the female stealth assassins, who seem to 
be lifted straight out of Metal Gear Solid, with their 
light-absorbing camouflage and sneaky ninja ways. 

The commandos swarming the installation are 
wicked tough; not only do they have a few inches of 
kevlar armor to deflect the impact of your shots, but 
they know when to run for cover, and when to stand 
and fight. In one particularly memorable instance, | 
ran into a room full of soldiers, shot at one, then 
skittered under a truck to lay low. While one of the 
troopers pinned me down with suppressing fire, the 
other one rolled a grenade into my hidey-hole. 
Blam! 

But Al can only take you so far, excellent or not. 


to your ISP, inserting the Half Life disc and clicking 
on the Multiplayer option. Personally, I’ve had some 
minor problems with the game when playing on- 
line — I've got a fast ADSL connection at the office, 
yet | find it hard to get a really smooth game going 
without noticeable lag. 

The finely tuned weapons are really given a 
workout when you're hunting other humans. It’s 
only in these arenas that you begin to learn the 
subtleties of each weapon. The various armaments, 
from the vicious blue stream of the gluon gun to the 
big bang of the RPG, have a range of styles and uses 
that makes each one unique. There is an art to using 
each weapon, which you'll quickly come to 
appreciate. 

Since Valve has added a skeletal animation 
system to the venerable Quake 2 engine, it's 
become much more important to actually aim your 
shots. Firing off a half-dozen rounds into another 
player's arm will only wound them and get them all 
antsy, but a few well-placed rounds to the head will 
knock them right off their feet. Both the crossbow 
(my favorite weapon in the game) and the .357 have 
sniper capabilities and are instantly lethal. 

Half Life will ultimately stand amongst other 
FPS classics like Doom, Quake and Duke 3D. The 
game's vivid colors and great animations make this 
a stand-out 3D game and well worth the wait. Valve 
has delivered one of the finest,games I’ve played in 
quite some time and I’m definitely looking forward 
to seeing what they do next. Play Hi. now! 
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gameplay, Heretic II tells a compelling tale, in the 
Heretic/Hexen universe, where players explore a 
fantasy world filled with monsters, magic and 
gorgeous environments. Heretic Il is a spectacular 
title that should not be overlooked by any action fan. 
Players take on the role of Korvus, an Elven Warrior 
who embarks on an epic journey across an enemy- 
infested continent, as he tries to find the source of a 
mysterious plague that has besieged his home town. 
Armed with a deadly arsenal of weapons and spells, 
Korvus explores 22 thrilling single-player 
environments filled with puzzles, traps and evil 
enemies. Heretic II produces some of the most 
stunning special effects ever seen in a computer 
game (Using an enhanced version of the Quake II 
engine). In addition, the environments have an 
incredible gothic feel with touches of the medieval 
elegance and splendor that Raven Software is known 
to deliver. From the intricate drawings on walls to the 
beautifully rendered sculptures and interiors, the 
praphics alone will leave you speechless. 
Opting to go with a third-person perspective 
rather than a first, Raven Software had a unique 
challenge on their hands. How do you make a third- 
person game play and feel like a first-person shooter? 
Ina game like Tomb Raider, players control Lara with 
basic moves and actions. However, in Heretic II you 
actually feel you are “controlling” Korvus in a first- 
person world, instead of just watching him execute 
moves. The developers have made the animations so 
realistic and smooth, the variety of movement he has 
is simply unbelievable. Not only can he run and 
jump; he can climb, strafe, duck, roll and even pole- 
vault. Korvus’ superior animation system allows him 
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to respond automatically to objects in his 
environment; for example, grabbing a ledge to make 
a long jump or rolling out of a high fall. The camera 
that follows Korvus’ always seems to be in the perfect 
spot to give the player the best possible angle — this 
alone is an incredible feat. 

Probably the best feature of Heretic II is the 
multiplayer. With the new playing perspective and 
the vast array of spells (offensive and defensive) and 
weapons, deathmatch has never been this much 
fun... or cool to watch. Each spell has its own distinct 
light source and special effect. With a 3Dfx-powered 
accelerator, watching the fireworks created from 
these spells is worth the price of admission alone. 
Whether you're throwing a firewall down a corridor 
or launching a Phoenix Arrow across the arena, the 
lighting effects will mesmerize you. 

Players looking for a totally unique and brilliant 
gaming experience should check out Heretic II 
without hesitation. Everything about it truly shines — 
graphics, sound, control and especially the 
multiplayer deathmatching. The folks at Raven 
Software and Activision have delivered an action title 
that is truly destined for greatness. 
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ing industry, it's the fact that companies seem to oper- 
ate with the “push it out the door and we'll patch it 
later” mentality. Sin is a perfect example of this syn- 
drome. Right out of the box, | knew something was 
wrong. The first indication was the complete lack of 
sound in the game and the second was the five 
minute load-time between levels. | spent more time 
waiting for a level to load than | actually did playing 
the game the week it arrived. The good news is that 
Activision has released a patch to fix the issues with 
Sin (it now works wonderfully). The bad news is the 
size of the patch. Weighing in at 19 MB, it isn’t exact- 
ly asmall download, 

Gameplay in Sin follows the expected “shoot every- 
thing” model, but adds a level of environmental inter- 
activity to draw you into the game. Nearly everything 
in Sin can be touched or shot and the developers 
have used that to create some great puzzles. Mission 
objectives actually have a purpose instead of just 
being another “find the red key to open the door” 
type of puzzle. 

Combat is handled nicely in Sin, with the placement 
of body damage being an important feature. A spray 
of bullets will take someone down, but why waste a 
full clip when a clean shot to the head will take them 
out? Players who simply shoot at the bad guys will 
find themselves running out of ammo at critical 
points. The enemy Al, while still somewhat basic, is 
above the “idiot” level seen in most FPS games. The 
bad guys will actually duck and cover every so often 
and they will attempt to run for help at times. It works 
for the game, but it isn’t anything to write home 
about. 

Visually, Sin is quite pleasing. It’s loaded with bright 
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and bold colors that give the levels an almost comic 
look. That, combined with the humor, was enough to 
make me feel like I was playing through an interac- 
tive comic book (this is a good thing). 

Deathmatch in Sin is standard fare. If you've played a 
Quake 2 deathmatch, you pretty much know whatto 
expect. The game ships with some Deathmatch-ready 
levels and even a novice user should be able to get a 
quick server up and running in no time. Surprisingly 
enough, | wasn’t drawn to Sin’s deathmatch levels. It’s 
not that they were bad, it’s just that the single player 
was better. On-line connectivity is strong, perhaps 
even a bit better than the Half Life setup, and there are 
always games going. 

Sin’s gameplay is good, the story is engaging and itis 
fun, but Sin just doesn’t hold up when compared to 
Half Life. Unfair? Perhaps, but that’s the way life is. 
The comic book feel and sub-par level designs (which 
run the gamut from boring to interesting, without real- 
ly pegging any great experiences) have ultimately rel- 
egated Sin to the “Runner Up” category. A good game 
to pick up when you're bored with the other, superi- 
or FPS games out there, but not a title | would rec- 
ommend over Unreal, Half Life or Thief. 
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WW: your favorite part of Diablo walking back and forth 
to town? Do you enjoy being led by the nose on 
mindless quests? Do you get a kick out of watching 
a game desperately trying to breathe life into hard- 
coded characters with contrived personalities? Do 
you like being excluded from having any meaningful 
impact on a story? If so, you'll love Return to 
Krondor, a tedious, linear, contrived adventure game 
masquerading as an RPG. 

The game opens with a dopey cinematic in 
which a fork-bearded villain attacks a ship in order 
to get a glowing stone it carries. He slaughters the 
unarmed crew and burns the ship, which sinks 
before he remembers to get the stone. Oops. In 
addition to not being very bright, we soon learn that 
our villain’s name is Bear. How cute. 

Anyway, the game proper begins with Chapter 
0 (which we call a prologue where | come from). As 
you progress through the game’s eleven chapters, 
you amass a party of five characters in four slots, 
swapping places in and out of the narrative as they 
go Bear hunting. There are no side plots and very 
little opportunity for exploration beyond where the 
game lets you go. Return to Krondor is unabashedly 
linear, threading only moderately dramatic plot 
points together like a necklace of cheap beads. Your 
characters will periodically be awarded huge piles of 
experience points just for following the deep groove 
of the storyline from bead to bead. 

The great tragedy of Return to Krondor is that it 
doesn’t do justice to Betrayal at Krondor, which was 
an inspired RPG driven by strong characters, a 
compelling story, and now outdated technology. This 
five-year-old game was set in the world of Midkemia, 
the invention of fantasy writer Raymond Feist. As you 
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played through that game’s chapter-based structure, 
it gradually unveiled a rich world and vivid 
characters, relying on chunks of well-written text. It 
moved at a languid pace, allowing you to poke 
around and take your time advancing your 
characters or exploring the countryside. 

Other than the setting, Return to Krondor’s 
connections to its predecessor are tenuous. Squire 
James from the first game is our main character, but 
he's less the dashing rogue and more of a royal 
errand boy. You'll recognize some of Midkemia’s 
factions, such as the Mockers and Nighthawks. 
Rather than the riddle locks that secured chests in the 
previous game, there's an odd lockpicking interface 
that requires some quick reflexes (it's actually like the 
golf club swing in Links). As with the previous game, 
there's a god-awful amount of inventory shuffling, all 
buried under restricted and clunky screens. 

In the first few chapters, your party earns money 
through the time-honored RPG convention of 
looting dead bodies and selling every last dagger 
they can find. They also break into random houses, 
kill the inhabitants, and Carry out whatever treasure 
they can unlock, Then there are bar fights, in which 
you massacre some barehanded dockworkers who 
sassed you. Apparently, Squire James enjoys some 
sort of droit du seigneur (ed. note — | don’t get it 
either, butTom’s on aroll) in Midkemia. You make up 
for all this moral turpitude by rescuing more children 
than Mel Gibson in “Mad Max: Beyond 
Thunderdome”; you can’t leave the house in 
Midkemia without having to save children from 
slavery, burning buildings, or goblins. 

The conversations in the game are generally 
mere formalities, Usually, you're just wading 
through a clump of exposition, one paragraph at a 


















rendered backgrovinds, but they're a major pain in the ass to navigate, 


time. Since the game moves relentlessly in only one 
direction, this is hardly surprising. The branching 
structures of the conversations are pretty sloppy, with 
lots of repetition. As with the inventory, it’s just more 
pointless mouse clicking. 

Return to Krondor is set against some very 
attractive pre-rendered backgrounds, but they're a 
major pain in the ass to navigate. I'd be hard-pressed 
to think of another so-called RPG that required so 
much hunting for sweet spots. You'll clear the dust 
from every corner of your mouse pad as you sweep the 
mouse around, combing the screen for that magic 
place that moves your characters up a staircase, opens 
a desk drawer, or walks everyone from one side of the 
room to another. Even worse, the perspective shifts 
willy-nilly, making it almost impossible to get a good 
sense of your location. Your characters might be 
walking towards the screen as you watch from a low 
angle, then they'll cross an invisible line that shifts the 
view and suddenly they're walking away as you look 
down from on high. It's hard enough to make this 
cinematic approach work in tight claustrophobic 
environments (such as Alone in the Dark or Resident 
Evil), but it makes a confusing mess out of Midkemia’s 
cities. 

Superimposed over the beautiful and sterile 
backgrounds are some of the stiffest characters this 
side of Night of the Living Dead. Characters ice skate 

























across cobblestones and dirt with equal aplomb, 
gazing with stoic zombie stares no matter what the 
situation. Whenever a conversation kicks in, the 
members of your party take a few seconds to shuffle 
into their preset positions; it's a ridiculous little pageant 
that quickly gets tedious. It's slightly interesting that 
skins change based on armor and weapons (okay, | 
admit, I'm reaching here). The sound, from the 
ambient noises to the subtle understated soundtrack, 
is excellent, however. Although the voice acting relies 
a bit too heavily on exaggerated accents, it's 
enthusiastic and convincing. 

Combat in Return to Krondor has as much impact 
as the silly NPC conversations. Even on the hardest 
level, it’s a simple formality. It’s a decent turn-based 
system that flows smoothly from the game engine as 
the participants draw their weapons and hunker down 
to fight. But the actual combat is much murkier than 
the elegant system in the last game. There's no grid, 
since it’s played on the pre-rendered backgrounds, so 
it isn’t clear how far or where you can move. This 
makes guarding weak characters needlessly difficult 
and precise casting of area effect spells almost 
impossible. The concept of “fates” in combat is 
actually a fun twist. Each turn, one side might get a 
temporary bonus, such as extra speed or a spurt of 
healing. Where the normal walking animations are 
stiff and awkward, the combat animations (swinging 
weapons and recoiling from blows) are actually pretty 
good. Spell animations are impressive, if not slightly 
generic. 

One of the best things about Return to Krondor is 
that it’s short. You can burn through this turkey and bag 
your Bear in about fifteen hours. If you really want to 
return to Krondor, you're better off visiting Sierra's web 
site and downloading the original Betrayal at Krondor 
(a far better game) for free. This limp sequel, on the 
other hand, is the real betrayal to the’series. 
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orget about deathmatch as you know it people. 
Starsiege: Tribes has arrived and it’s going to 
change the face of multiplayer gaming, forever. 
Coming from Dynamix, the folks responsible for 
the Starsiege Universe, Tribes combines all the 
great elements of cooperative play and 
deathmatch play into one slick package. 
Welcome to Starsiege: Tribes, my friend. 

Based on the Starsiege Universe, Starsiege 
Tribes takes place eleven years after the defeat 
of the Cybrids. Humanity has spread itself across 
the countless stars. Far from the civilized luxury 
of the Great Human Empire, settlers have 
formed nomadic “tribes” of warriors and 
explorers who follow their own customs and 
codes of honor. Now, tribes such as the 
merciless Blood Eagle and the idealistic 
Children of the Phoenix, struggle over strategic 
worlds and alien relics, fighting with powered 
armor and white-hot plasma. Others brave the 
inter-stellar jumpgates to new worlds, venturing 
farther into the unknown. It is the new frontier of 
humanity, where only the strong can survive. 

The game centers around four distinct 
tribes. Each has their own story and reason for 
being here. The four tribes are: Children of the 
Phoenix, Starwolf, Diamond Sword and Blood 
Eagle. You can’thelp but identify with one of the 
four tribes. Each one has their own unique 
background and defining attributes. The Starwolf 
tribe is aggressive and territorial and can adapt 
to any given environment. They have also 
mastered the art of hit-and-run and guerilla 
tactics. The Children of the Phoenix are the 
oldest of the tribes. They rigidly adhere to the 
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rituals and customs set by Harabec himself. They 
are fierce proud warriors, supremely confident 
in their battle prowess. They often fight in only 
partial armor, daring their opponents to hit them. 
The Diamond Sword tribe are masters of strategy 
and mystics. The Zen-influenced Diamond 
Sword tribe has created some of the most 
innovative and risky battle strategies seen in 
centuries. In combat, no one can match the 
Diamond Sword in precision, training and 
execution. The Blood Eagle tribe branched off 
from the Imperial unit of the same name 
centuries ago and still practice many of the 
rituals used by their HERC-piloting ancestors. 
While distrusted by the other tribes, they are the 
most “accepted” tribe within the Great Human 
Empire. In battle, they are ferocious and 
unrelenting. They are definitely the most 
aggressive of the tribes, 

Tribes does offer single player training 
missions, but the real gameplay occurs during 
multiplayer. The single player missions are 
basically there for beginning players to learn the 
basic moves and commands so they don’t make 
complete fools out of themselves in real combat. 
Remember, you're only as good as your team. 
Multiplayer games can support from 8 to 32 
players in a game. Games range from basic 
capture-the-flag to capture-and-hold, defend- 
and-destroy and find-and-retrieve missions. 
There will be some clueless individuals who will 
tty to go postal and deathmatch everyone like in 
Quake I! or Half-Life, but those lonely few will 

be put down real quick. Trust me, I’ve seen it 
happen. Nothing is more hysterical than seeing 
15 guys all aim their guns at one poor soul who 








There will be some clueless individvals who will try to 
go postal and deathmatch everyone like in Quake Il or 
[alf-Life, but those lonely few will be put down real quick, 


gets his ass blown off the map. 

The 3D landscapes have brilliant textures and 
shading that is ultra-realistic. You can literally see 
for miles in all directions. The seamless transition 
from outdoor to indoor environments is a huge 
step forward in technology for Starsiege Tribes. 
Imagine flying around with your jetpack and 
seeing an opening at the top of the enemies base. 
You can actually fly into itand not see a “loading” 
screen. So, now, if you're in the middle of a 
heated battle, you don’t have to worry about 
waiting around for the environment to load into 
your machine. Even certain weapons in Starsiege: 
Tribes (there are eleven different weapons in all) 
will emit their own light source and explosion 
effects. Starsiege Tribes is packed with other killer 
multiplayer features, including personal voice 
commands where players have the ability to send 
pre-recorded messages in their own voice(s) to 
comrades at the touch of a key. This feature also 
allows the Commander to direct forces into 
optimal strategic points. In Starsiege Tribes, 
players have the ability to drive or fly Armored 
Personnel Carriers (APCs). Only light-armored 
warriors can pilot the APCs, but anyone can hop 
on to one of side platforms and fire on enemy 
targets while they're catching a ride. 











Dynamix wanted to make it as painless as 
possible for players to log on and start playing 
right away. With Instant Access, players log on, 
click to join a game and the game automatically 
searches for the servers hosting games. It then 
gives players a list of servers with an indicator light 
of which games have the best connection (red, 
yellow, and green, green being the best). Players 
then double-click the one they want and, voila; 
You're playing Tribes! 

Before you start a multiplayer game, one 
person in the tribe is selected to be the 
commander. As commander, players use the 
Command Interface where they will be able to 
see the whole playing field. Even though all 
players can bring up the interface, only one 
person can issue orders. Besides showing your 
location, it shows all enemies, bases and turrets 
that are within your sensor range. This Command 
Interface is an unprecedented feature in 
multiplayer gaming. Commanders can also issue 
individual commands to specific members of the 
squad, where only that particular member will 
see the message on their screen. Commanders 
can even “see” what each member of his squad 
sees via a small video screen. Commanders can 
seek out enemies and can deploy squad members 
to intercept an attack. 

Bottom line; no other multiplayer shooter 
offers such ease of use and depth of play. 
Starsiege: Tribes is the only game that gives you 
instant access to network and Internet play from 
within the game, without the need for third party 
assistance like The Zone or Mplayer. If you can 
stop thinking about yourself for once and think 
you have what it takes to be.a team player, you 
may have what it takes tosplayStarsiege: Tribes. 
Join us. y . 
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TES! DRIVE 5° 
RET ott upto 800x600x16 


q Keyboard, Joystick, 6 player multiplayer 
Minimum Pentium 166/32 Megao’ RAM 


@ 
BB isn’t really fairto criticize a game for not being another game, | 
suppose, but in the present case of arcade racing simulations, any 
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JFPemember way back when Populous first came out? 
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Brought to us by Peter Molyneux and Bullfrog, Populous 
put us in the role of a god, where we controlled 
everything, We could manipulate the terrain, build a vast 
array of units and cast wicked-ass spells on those people 
who chose notto follow us. In Populous: The Beginning, 
Bullfrog has still maintained the flavor of the classic 
Populous, but has incorporated new gameplay elements 
that bring the game into the competitive world of real- 
time strategy. Combining state-of-the-art graphics, sound 
and humor, Populous: The Beginning is a game that lets 
you know what it feels like to be a god. 

Players are cast as The Shaman, a mystical priestess 
who must use her divine powers to protect and lead her 
tribe of followers and ultimately become a god. In the 
original Populous, players were able to influence their 
people to move and attack, but weren't able to control 
them directly, as in RTS games like Warcraft and Total 
Annihilation. With Populous: The Beginning, players can 
doall the cool stuff that they're used to from the previous 
game; however, now they have total control of all their 
units. From here on out, the game plays much like any 
other RTS game out there. Players create units, build 
structures, research more advanced structures, learn 
more powerful spells, etc. The good thing about 
Populous: The Beginning is that there is more emphasis 













































watching a temple rise from the ground in real-time is 
simply incredible. You really get a sense of power as you 
see followers cower in your presence, or hear enemies 
cry for help beneath a river of lava that you created. And 
Populous: The Beginning also supports multiplayer 
games of up to four people over Internet, LAN or 
modem. In multiplayer games, players battle it out with 
friends and try to destroy each others’ villages, convert 
their followers and basically wreak total havoc on one 
another. Playing God was never this much fun. 

If there is one gripe | have with the game, it would 
have to be the computer Al. At times they can be smart 
and do what you want (and expect) while other times 
they can be plain stupid —like one lone warrior thinking 
he can take on an army of twenty. Every RTS fan can 
relate to this. Further, you would think that when your 
shaman is attacked by a group of workers, your warriors 








CD-ROM that doesn’t have the words “Need For Speed Ill” embla- 
zoned on the label is coming out of the gate with a distinct disad- 
vantage. 

Accolade’s Test Drive series has a time-honored, distinguished 
pedigree and perhaps that’s why this fifth incarnation is so disap- 
pointing, That's right, they're on Number Fiveand you'd expect this 
thing to be beyond perfect by now. Itain't. 

Let's start with the controls. Although the actual setup is 
nice’n‘easy, selecting anything other than keyboard will limit you 
to the number of buttons on your joystick, wheel or gamepad 
(Note: if you drive with a gamepad, I'm ashamed to be from the 
same planet as you). 

Gota 4-button stick? You'll have to sacrifice 4 functions if you 
like to accelerate and brake with fire buttons instead of pushing for- 
ward and back on the stick. Got a 4-button wheel and pedals? 
You'll only have to give up 2 functions, then — still pretty lame, 
especially if you like using a manual transmission (which you have 
to do on the 1/4 mile drag strip). And why? Because of a “design 
decision” that locks out the keyboard when another controller is 
selected. PlayStation port, my ass. 

TD5's praphics are pleasant enough, with occasional flash- 
es of brilliance, but they're “fuzzier’ than NFS3, regardless of res- 
olution (800x600 is max) or whether you're running in D3D or 
Glide. Racing views are limited to a dashboard-free cockpit, rear 















































Tokyo and the secret Bez’s Room) and most tend to showcase TD5's 
celebration of architecture over agriculture. Although most alter- 
nate routes are quite obvious, the discovery of others is made espe- 
cially aggravating by the fact that so many open side streets and 
possible shortcuts are blocked by impenetrable invisible walls. 

Game options run the usual gamut, from physical dynamics 
and difficulty levels to multiplayer modes (2-player on one 
machine, up to 6 over modem, serial or LAN) and Cop Chase, 
although this feature — whether you're Officer or Offender — 
seems tacked-on in deference to NFS3's Hot Pursuit mode. 

The overall sound is adequate, with each vehicle exhibiting 
varying degrees of throatiness and rumble, but the “killer” sound- 
track’s five featured bands — Fear Factory, Gravity Kills, Junkie XL, 
KMFDM, Pitchshifter— provide some of the most irritating motor 
music I've ever heard (and don't give me any crap on this —I crank 
Neil Young and Crazy Horse on a regular basis). 

Quite frankly, the only real competition NFS3 has, in terms 
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SPEED BUSTERS.” 


Glide 
q Supports resolutions up to 1024x768 
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Glide 
Supports resolutions up to 1024x768 
Keyboard, Joystick, 3D Sound : 
Minima Pentium 166/32 Megso’ RAM (3D hardware required) 


Keyboard, Joystick, Wheel, 6 player multiplayer 
Minimum Pentium 166/32 Megao’ RAM 


S.-' Busters offers a novel approach to the arcade racing genre with- 
out straying too far from what makes a good game. The talented crafts- 
men at Ubi Soft Entertainment (pod) have created a game that at first 
play doesn’t seem worth the time, butwith repeated plays stars to show 

Squadron, players become the famed Luke Skywalker for 16 its charms. Then the game sneaks up on you and, before you know it, 

exhilarating, high-speed missions against the dreaded Empire in you're hooked. 

fabled Rebel X-wings, Yewings, and A-wings, as well as V.wing At - a3 ____Thestages ofthe races are various points across North America, 
airspeeders and, of course, snowspeeders. For any Star Wars fan (and including Hollywood, Mexico and Canada. The bizarre (and overly 
there are quite a few of you out there, from what | hear) this title is a long) opening movie sets the tone; a stud in a bitchin’ car picks upa 
must-buy. Itshould be noted that Rogue Squadron is an action/arcade babe hitchhiker and they tear up the road. A police radar clocks them 
title with a arcade-like feel, nota spaceflight sim by any means along doing far more then the posted speed limit. He chases them down, 
the lines of Independence War or Decent: Freespace. Want a quick pulls them over and hands them... money! Yep, the police havebeen a 


‘or those of you who wanted more of the great “Battle of Hoth’ levels 
in LucasArts’ Shadows of the Empire for the Nintendo 64 and PC last 
year, your prayers have been answered. Rogue Squadron isthe latest 
action arcade game from the brilliant minds at LucasArts. In Rogue 





making sure it doesn’t go down. Admittedly, some of the missions do 
get tiresome (how many Imperial Ships can there be, for Darth’s 
sake?), especially when you can't find your next mission objective, 


other cars, you'd better makea lot of money because every little hit will 
tear your car apart. Pretty soon, dents will appear, then parts of the car 


fixand blow up Imperial scum? Boot up Rogue Squadron and have at 


It. 


Rogue Squadron takes place during the period between Star 
Wars: A New Hope and The Empire Strikes Back, six months after the 
destruction ofthe Death Star. The main plot centers on (what else?) the 
conflict between the Rebel Alliance and the Empire, The game focuses 
on the dynamic collection of pilots formed by Luke Skywalker and 
Wedge Antilles. This elite group of pilots is composed of the twelve 
best Rebel Alliance pilots and is typically assigned the most 


challenging and dangerous missions 


Rogue Squadron features a variety of missions, including 
dogfights, search-and-destroy, reconnaissance, escort duty and 


rescue, Dramatic cutscenes and voice-overs outline specific mission 
objectives. You begin each mission by choosing a craft When you 
intially start the game, you have to fly what they give you. But, after 
you finish the later levels, more ships become available, so you can 
go back and try outall the different ships. Your various spacecraft will 
beequipped with lasers, seeker missiles, ion cannons, and more. For 
the most part, the early mission objectives are pretty straight-forward 
— g0 in, zap all the bad guys and leave. Later on, the missions 
become more tactical and advanced. For example, one mission has 
you blowing up ground turrets, taking down tieighters and disabling 
shield generators, while atthe same time escorting a shuttle craft and 
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You'll find yourself flying around in circles before something comes 
up. 

: Graphically, Rogue Squadron 3D is truly wondrous. The aerial 
conflicts take place in a variety of 3D planetary settings that range 
from familiar Star Wars locales such as Tatooine, to those never- 
before-seen, including Kessel and Mon Calamari. Players can test their 
dogfighting skills over spectacular environments, including water, 
canyons, deserts, treetops, and volcanic regions. The special effects 
and lighting are equally impressive and make an excellent 3D 
accelerator demo. The sound effects are top-shelf as well, with all sorts 
of explosions, blaster fire and radio chatter pouring out of your 
speakers. Just hearing a downed Tie-Fighter hit the ground will bring 
asmile to your face. 

Rogue Squadron's biggest flaw, and this could be a fatal one, is 
that there is no multiplayer. What were they thinking? The makers of 
the game say, “Hey if you want multiplayer, play X-Wing vs. Tie- 
Fighter,” but that game is a completely different sort of animal. Oh, 
well, what are you going to do? The single player missions are strong 
enough to hold their own, especially if you're a Star Wars fan. 

A Fun game, but not one with much depth. This is straight 
arcade action and it may become tiresome after playing through a 
half-dozen levels. 


little bored handing out speeding tickets, so they're rewarding the 
fastest drivers instead, This interesting element is incorporated into the 
game, so if you see a cop car (or motorcycle, helicopter, etc), be sure 
to hit the nitro so he'll record the fastest time. Then at the end of the 
race, you'll be rewarded with more cash to repair or upgrade your car, 

Speed Busters has a lot of good elements that bring this ame 
above the average racing title; first and foremost is track design. The 
graphics are nicely done, with interesting comers, banked turns, time 
saving shortcuts, and ramps. But Ubi Soft didn't stop there.... In addi- 
tion to learning the course layout, you also have to learn course haz- 
ards too. These are interactive areas that change on each lap, such as 
rampaging dinos, swinging pendulums, and... well, halfthe fun is dis- 
covering them. The graphics range from very good to excellent. Nice 
textures and great scenery pass by to distract you from the road. Sound 
effects are equally well done and the context-sensitive music is an extra 
nice touch, For example, as you pass over a beach area, the music shifts 
to surfing tunes. If you lose control and spinout, the music sounds like 
its running backwards. Its extra touches like this that you may miss the 
first ime you play the game, butafter returning to play again, you begin 
to catch on to all the little details that make the races much more inter- 
esting. 

Probably the best aspect of the game is the “destructive” nature 
of the cars.{f you decide to play Mr. Aggressive Driver and ram into 





will hang, eventually falling off to cause a hazard in the road! This 
forces some interesting strategies when playing multiplayer (up to six 
players) via modem, network or Internet. 

Alas, I'm sorry to say that Ubi Soft doesn't get off scot-free with 
a plowing review; there are a couple nigeling things that stand out. The 
first couple tries at the game are less than overwhelming. The difficul- 
ty level and steering are good, but for the first-time player it seems 
unfair. As with other arcade racing games, power-slides are the differ- 
ence between winning and losing. Power sliding in Speed Busters is 
handled with the hand brake, but his detail isn’t apparent the first time 
you play. The one big complaint | have with this ame is the spinouts, 
the cars have a very unrealistic “pivot point,” located in the middle of 
the front hood. If you over-steer and start to lose control, don’t be sur- 
prised to wind up spinning around this maddening pivot point. People 
may get used to this flaw, but its a shame that this game has so many 
nice elements only to be held back by a simple, yet glaring, error. 

Speed Busters is a quality game with great graphics, good cours- 
es and lots of extra touches that become apparent after repeated rac- 
ing. If Ubi Softhad perfected the car physics, we might be looking ata 
classic racer, approaching the current Holy Grail of Voodoo racers, 
“Need For Speed 3.” As itstands, SB isa worthwhile arcade game that 
fans of the genre should give more than a couple laps to. 
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Keyboard, Mouac, 3D Sound . 
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Direct 3D 


Ss. | go down to Los Angeles back at the beginning ofthe Summer take 
a look at Dreamworks Interactive's “digital sequel” to Jurassic Park, 
Trespasser. met Seamus Blackley, the executive producer ofthe game, 
who seemed pretty harried. As he begins his demo, | accidentally piss 
him off when | ask why he isn’t running the 3D accelerated version of 
the game. He insists he is, then checks the system. Turns out the 
computer didn’teven have a 3D card init. Oops, nota good sign when 
the executive producer can'teven tell ifhis game is accelerated. A few 
moments later as he’s demonstrating the physics of the game by waving 
the arm around and pulling a large box. | ask if it would make more 
sense ifthe character used both hands to pull heavy objects, instead of 
only one, Seamus is not too happy with this suggestion. “What's the 
interface? Huh? Tell, me, what's the interface for using two hands? How 
are we supposed to do that? How is that supposed to work?” The demo 
sped up from this pointand Seamus stormed out a few moments later, 
Yipes. 





|eamed two lessons from this trip to Dreamworks. The fist is to 
never make suggestions to easily excitable executive producers. The 
second was that Trespasser was going to suck. My prediction at this 
stage of development vas that this game was never going to ship or, if 
it did, it was not going to be quite the experience the team was 
envisioning, 

One of the things that the Trespasser team stressed over and over 
tome was that this was not going to be a 3D shooter with dinosaurs. 
This was not going to be a mindless bloodest, but a deep, intricate 
adventure. Yes, there would be guns, but they weren't going to appear 
until much later in the game, when you were close to the center of the 
island and needed an edge to fend off hordes of velociraptors. 

The game that quielly snuck outin the Fall was almost the exact 
opposite of the game that had been described to me. There were guns 
available right from the beginning. In fact, they were everywhere on 
the island. Pistols and rifles are conveniently located at the beginning 
ofeach small section, Machine guns are located on the tops of boxes, 
just waiting for a hurled rock to knock them to the ground. For some 
reason, you're unable to reload a gun, so once you've squeezed off its 

























































load of bullets, you simply toss the now useless hunk of metal into the 
forest. Not only do you get to murder extinct species, but you're also 
able tobea litter bug. Perhaps the next game will allow you to spill oil 
off the the coast of Alaska or spew deadly toxins into the air. 

Your on-screen persona is one Anne somethingorother, a buxom 
scientist vacationing in Costa Rica (voice is provided by the 
scrumptious Minnie Driver). Your plane is forced down in a freak 
accident, crashing onto a lush tropical island that happens to be Site B, 
the dino hatching grounds last seen in The Lost World. Inexplicably, 
Anne seems to have read and memorized John Hammond's 
autobiography; every few minutes, she “recalls” another passage from 
the book, which is relayed to you by Lord Richard Attenborough. This 
“audio flashback” narration is not only a ridiculous method of 
unravelling the story, but becomes immensely annoying after a few 
dozens snippets of Hammond's blathering. 

Let's get back to Minnie Driver's body. Er, Anne’s, sorry. Instead 
of using health bars or counters, Anne's relative sprightliness can be 
judged by looking down her top. Stenciled atop her perky left bosom 
iS.a cutesy sorority-girl heart tatoo, which slowly fills in as she takes 
damage irom falling or mauling. So I'm not being a pery, | really need 
to check out my own rack every few seconds to judge my well-being. 
And you thought Lara was insulting to women? Try peering down a 
Virtual shirt every few minutes and see if you don't start feeling a little 
bitsilly. And, strangely, excited, 

__ Anne is not the most coordinated of biologists in the best 0 
circumstances and being chased by growling dinos obviously isn’ 
Conducive to the mental balance needed to navigate the many planks, 
elevated tracks and ples of boxes that make up Site B. Trespasser th 
game is composed of many, many jumping problems that the player: 
expected to solve, A word of advice: if you mistakenly purchase this 
game aiter reading the review, save as often as you can during 
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gameplay, despite the crashes that usually occur after every fifth save. 


Each jump that you're expected to make ata height greater than knee- 
level is instantly lethal three out of every four tries. 

Jumps are fatal because the game is so damn slow, | “ran” 

(actually it sorta dragged) Trespasser on our Pll 300 with SLI and was 
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[will admit that! didi’t finish Trespasser; after four 
hours. | simply couldn't take any more, This is no 
enjoyable game experience: it’s a punishment. 


not happy to find that the game ran at about 10-15 frames per second, 

This glacial pace is simply unacceptable. A Voodoo 2 provides a small 

measure of filtering and blending, butnot any actual acceleration. In fact, 

much like Seamus, I'm unable to really tell much difference between the 

hardware and software modes. 

Dreamworks has released a patch to fix some of the problems with 

the game (and there are many), but their servers are also slow. Oh yeah, 

the patch weighs in at 32MB, which | believe is twice the size of the full 

installation of Doom 2 (yet its not even half the fun). Without the patch, 

the final version of Trespasser is nearly unplayable, even on a kick-ass 

system. A host of evil bugs infest the code on the innocent looking CD, 

causing your system to frequently lock-up, crash and sputter during 
gameplay. 

And the arm. Oh God, the arm! This may go down as one of the 
silliest interfaces in video game history. Besides your ample chest, the 
only other part of your character that you see is your right arm. You 
control the arm with the mouse anda series of keys, which lets you bend, 
flex, twist, drag, lift, grab and throw just about any object you see. Your 
armisa long, stretchy pink thing that posesses Mr. Fantastic-like qualities. 
| once saw something Tom Chick had written, in which he refered to 
Trespasser as an “arm simulator,” which made me chuckle, but it’s sadly 
true. The rotations and contortions that you put your arm through look 
almost as painful as they do asinine, Whether you'te trying to manuever 
your gun into the right postion for sniping at angry reptiles or swooshing 
around pipe or length of wood likea prehistoric McGwire, the big pink 
cylinder you're controlling just never really looks right. 

The Trespasser team has spent so much of their time worrying 































about tuning the physics, developing the sounds, licensing twenty-some- 
odd guns and working out the arm mechanic that they neglected to 
include—oops! —any sort of gameplay, The game consists of shooting 
or walking awvay from dinosaurs and z-grade puzzles that are mostly 
solved by moving boxes or thowing rocks. There are plenty of spots where 
you need to stack boxes in order to clear an obstacle (did | mention that 

Anne can't manage to walk up the side of a hill2). The tricky, no, the 

annoying thing is that when you then get on top of said boxes, the super- 

duper physics that make up the world cause them to shift and roll, 

dumping Anne back on to the ground. 

| can't count the number of things promised that were not 
delivered, but one of the main offenders is the absence of realistic 
dinosaur movement and intelligence. Instead of the “physically modeled 
skeletons” that let you “see bones and muscles working beneath the skin” 
(I'membarassed to say that I'm quoting from my preview in the irstissue 
of Voodoo), the thunder lizards are blocky and slow. The hypothetical 
raptor Al, which was supposed to be based on factors like hunger, fea, 
curiosity and pain, has devolved into; “there you are, I'm going to slowly 
run towards you while you shoot at my head”, routines instead. 

Iwill admit that didn’t finish Trespasser; after four hours, | simply 
couldn't take any more. This is no enjoyable game experience: its a 
punishment. Playing Trespasser is akin to doing penance for some 
horrible, horrible wrong. Catholic priests should make people play this 
game to atone for their sins. “For lying to your parents and cheating on 
your Aleebra test, you must say five Hail Marys and play Trespasser for 
twenty minutes without shooting at anything,” As one of our on-line 
readers recently wrote tome in an email, “Why can'tanyone do a Jurassic 
Park game right?” | don’t feel it an overstatement to say that Trespasser is 
one of the most dismal failures of a PC game in recent memory. Once 
again, proof positive that Holl wood should leave the game development 
to the game companies. Excessive spending, bloated development time, 





zero gameplay and a ton of marketing and PR hype are all part of the 
Trespasser equation, just as they were with bombs from other 
“Hollywood” companies like Rocket Science and Digital Pictures. hope 
Spielberg, Katz and Geffen take a long hard look at their interactive 
division —I'm sure they’ eventually going to want to know where al 


oftheir money has been going. 
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Glide 

Supports resolutions up to 1024x768 : 
Keyboard, Joyatick, Wheel, 6 players multiplayer 
Minin Pentium 166/32 Megs o’ RAM 


@ 
fi you've played the first Carmageddon, you know 
what you're in for. If you haven't, I'd love to see your 
face the first time you play Carmageddon 2. In fact, 
here’s a great trick for the next time a non-computer 
gaming friend comes over. Sit him down in front of 
the computer and announce you're going to show 
hima cool driving game. Then boot up Carmageddon 
2 and let him play itas a conventional racer. See how 
long it takes him to intentionally veer towards one of 
the meandering pedestrians. Enjoy that sweet 
moment of utter glee as your friend realizes he can 
splatter bystanders like over-stuffed blood sausages. 
There’s a little of the demented serial killer in us all 
and Carmageddon is just the game to put us in touch 
with it. 

This sequel doesn’t monkey much with the 
mechanics of the first game. You can win a race by 
destroying all the other cars, completing the requisite 
number of laps (the computer cars still make no 
attempt to do this), or killing all the pedestrians (not 
likely on these densely populated maps). You have to 
wreak havoc both to keep your timer from running 
out and to earn money for repairs and car 
improvements. The game is littered with collectible 
crates and barrels, which contain anything from 
stashes of money to power-ups so obscenely weird 
that I'm concerned about the mental well-being of 
the developers at Stainless Software. 

These power-ups twist Carmageddon 2 up into 
new heights of grotesquerie. Sure, it’s plenty amusing 
to run over grooving pedestrians doing their homage 
to disco, but there’s something deliciously disturbing 

about helium-filled pedestrians with swollen heads 
mooing like panicked cattle while they crumple 
under your fender. This makes weapons like the 
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electro-ray and flame-thrower seem tame in 
comparison. You'll be rewarded for seeking hard-to- 
reach places, which generally hide the more dramatic 
power-ups (for good or ill; not all of them are 
beneficial). Even deep into the game's maps, | was 
pleasantly surprised to keep stumbling across weird 
new toys | hadn’t seen in previous levels. Unlike the 
first game, many of these power-ups can be stored 
until you decide to use them. 

| once saw a man get hit by a car on a crowded 
city street. Before the horror of the event sank in, there 
was a split second in which my mind registered how 
odd it was that his legs flew so high and wild, as if 
someone had thrown a limp rag doll. So it is with 
these polygonal pedestrians, who tumble and 
crumple and twist and break. The pedestrians in the 
first Carmageddon were drawn with rather coarse 
sprites. Now they're cobbled together from polygons, 
which makes hitting or dismembering them all the 
more vivid. There are also different types of 
pedestrians, from fat joggers to forest rangers to 
sheep, elk, and various breeds of dogs. Some 
pedestrians will kneel as you approach them; I’m not 
sure if they were praying or begging for mercy. Can 
girl scouts and baby buggies be far behind? 

The actual environments have been moderately 
improved, although there’s still a conspicuously 
limited drawing distance. There's also a disappointing 
lack of variety in the environments, which are heavily 
reused for different races. In fact, | think that 
Carmageddon inspired lunacy peaked on the first 
map of the first game; | still haven't come across 
anything so startlingly original as stumbling onto that 

football field with a game in progress. 
Carmageddon 2's amusement park and airport are 
delightfully twisted, but they've been done in other 


















Carmageddon 2 is still sick twisted fun, just the sort 
of anti-wholesome entertainment we need to cultivate 
a new generation incred to violence and suffering, 


games. Many of the game's better maps are restricted 
to multiplayer matches. 

Considering the size and wide-open nature of 
Carmageddon’s maps, they're still a pretty impressive 
technical feat, especially with the CPU cycles 
obviously devoted to the game's excellent physics. 
While you may not agree with the hyper-buoyant 
driving model, there’s no denying that the collision 
detection and damage model is damn near miraculous. 
You can snap off doors, lose fenders, shatter 
windshields, and burn out engines. If a fender is 
twisted off and dangling from your chassis, it's still 
included in your car's collision model. If you smack 
into a signpost and send it flying, it'll splatter any 
pedestrians standing in its path. Hit a car with a low, 
sloped hood, you'll drive over it like a ramp rather than 
smash into it. This is the sort of stuff driving games and 
flight sims have tried to get right for years and here itis, 
honed almost to perfection, in one of the most frivolous 
and demented games of the century! 

In the original Carmageddon, you unlocked new 
maps by winning races. However, in this sequel, you 
have to complete a mission every three maps. While 
this offers some interesting variations on the gameplay 
(such as actually having to play the game as a race), it 
ultimately throws an annoying wrench into the 
otherwise carefree bloodshed. You'll have to play most 
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of the missions a few times to solve them, but some of 
them are so tightly timed that you'll find yourself 
slogging through five or six times to solve them. Being 
forced to jump through these annoying hoops seems = 
completely out of place between bouts of total anarchy. 

The enemy cars still don’t present much of a 
challenge. They can’t repair themselves, so they're not 
a threat if you have money to repair your own damage. 

There are some instances where a particularly nasty 

impact can instantly kill you, but this is rare, Whereas 

winning new cars in the first game was a crapshoot, 

you can always buy a smashed enemy car if you have 

the money. This makes trophy gathering much more { 
accessible. Unfortunately, most of the cars are entirely | 
useless. It would have been nice if as much thought G 
were put into balancing the different cars as coming up f 
with clever ideas for zany designs. 

Multiplayer Carmageddon 2 is great fun, but it's 
disappointing that you can’t include pedestrians. There 
are several different game types for varying styles of 
play, but you can’t choose your specific vehicle, which 
would have been a great balancing factor. Interplay 
requires a CD for each player, which makes LAN 
games prohibitively expensive. Equally annoying is the 
obnoxious install routine, which forces you to sit 
through an advertisement after the installation and then 
pesters you with registration nags each time you boot 
up the game. This is then followed by one of the lamest 
intro movies | have ever seen. Just hit the escape key 
once you see the Interplay logo. Trust me on this one. 

Niggling problems aside, Carmageddon 2 is still 
sick twisted fun, just the sort of anti-wholesome 
entertainment we need to cultivate a new generation 
inured to violence and suffering. A healthy dose of this 
sort of gaming and we're sure to purge them of all that 
saccharine Disney crap. 





_ CARMAGEDDON 2 _ 
interplay Fa craphics TI 


Davotoper 


Stainless Software 


Author 
Tom Chick 





















uuu-voopoonag<con Woofroo - 75 








Sa Te 


= 


sor ener 


WEROUND PLAYGROUND PLAYGROUND PLAYGROUND 


YGR. 


AYGROUND PLAYGROUND PLA 


Dot em 


Dottie ee 


een 


Sages 
‘GROUND PLAYGROUND PL 


Se es 


| 80 - REVIEW 









F = Bite mi fi = i 
TWEF: THE DARK PROJEDI 
‘) gf ‘Ty ow ¥* a4 d | 

Le 

Direct 3D 

Supports reaolutions up to 1024x768 

Keyboard, Joyatick, Mouse, 3D Sound 

Minimum Pentium 133/32 Megao RAM 









orall its success, the ‘First Person Shooter’ (FPS) 
genre hasn't evolved much since Wolfenstein 
3D and Doom ‘lo those many years ago. Run, 
gun, find the key, and then repeat has been the 
staple of almost every game from Duke Nukem 
3D to Unreal. Buta renaissance has begun, and 
it’s about time! Rainbow Six added stealth and 
planning to the mix, Half-Life shattered our 
minds with a brilliant story and fantastic 
gameplay, and now we have Thief: The Dark 
Project. Thief’s groundbreaking style isn’t that 
surprising, if you think back on developer 
Looking Glass’s earlier efforts. Ultima 
Underworld was a harbinger of id Software's 3D 
creations and System Shock was the only 
Doom-clone to show potential for something 
other than straight-up action. Thief is simply the 
realization of that potential. 

Better described as a “First Person Skulker,” 
Thief casts you in the role of Garrett, a master 
thief with a cool Boba Fett-like attitude and 
voice, a man with a knack for taking other 
people's things. He isn’t good at combat (you 
can’t go around killing everything in sight with 
impunity), but he has all the tools needed to 
excel at the art of not being seen. The game may 
look like a standard FPS game at first glance 
(albeit with slightly substandard graphics due to 
the outdated engine that only supports 8-bit 
color), but a few minutes into it, you realize 
you're in for something completely different. 

Garrett was trained by the mysterious 
Keepers, protectors of balance and order in a 
strangely anachronistic medieval city know as 
The City. This city is home to fanatical cultists 
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who worship the Builder, noblemen too rich for 
their own good, underworld characters like 
yourself, the unquiet dead and other monstrous 
beasts. Strange steam-powered technology and 
gaslights sit alongside medieval ramparts, 
gothic architecture, torch lit halls, and creepy 
barrow mounds, creating a truly unique and 
compelling gameplay environment. Best of all, 
you'll find a landscape rich with shadows for 
you to hide in. 

The levels in the game are mission based, 
much like Rainbow Six. The three difficulty 
levels merely add new objectives to fulfill, such 
as upping the amount of gold you need to steal, 
finding another object, or simply not killing 
anyone. You approach these missions after 
watching absolutely brilliant cutscenes loaded 
with Trent Reznor-inspired music, quick 
monochrome shots of still images, disturbingly 
scatological quotations, and some excellent 
voice work. 

Once inside the mission, you have a host of 
tools at your disposal, from the mundane — 
lock picks, a blackjack, sword, bow — to the 
extraordinary — fire arrows, water arrows, rope 
arrows, flash bombs, mines, and health potions. 

Mastery of swordplay is less important in 
the face of stealth, butitis a fairly robust system 
requiring a combination of facing, blocking, 
and slashing. Still, you want to avoid it; if you 
have the opportunity to silence a guard with a 
quick arrow to the throat ora stealthy thwack to 
the back of his head with the blackjack, you'd 

better take it. Once you do incapacitate or kill 
someone, you need to move the body to a 
hidden location and clean up any bloody mess 
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If blood or a body is discovered, the guards will 
sound the alarm... and you don't want to fight them, 
believe me. 


with your water arrows. Why? Glad you asked, 

The Al in Thief actually searches out visibility 

and sound cues. There is a crystal on your HUD 
that shows how visible you are at any given 
moment. You need to pause frequently to listen 
to the guards around you in order to avoid any 
nasty surprises, and you can also use A3D or 
DirectSound (provided you have a high end card) 
for positional audio (which is very useful). Move 
upon a noisy surface, or run, and you risk being 
heard, which will cause a guard to come and 
investigate. Move silently behind him and you 
can get him out of the way — permanently. If 
blood or a body is discovered, the guards will 
sound the alarm... and you don’t want to fight 
them, believe me. 

Combat is difficult and surprisingly robust. 
You can pepper them with arrows, but it takes 
quite a few shots to knock out an alerted guard or 
monster. You can try to go toe-to-toe with them 
with your sword, but since you don’t have armor, 
this is often a short battle, with you on the losing 
end. 

The enemies are an interesting lot, with 
various guard-types: from superbly voiced 
mercenaries, to the fanatical soldiers of the Cult 
of the Hammer. Zombies and ghosts, spiders of 





enormous size, humanoid beasts, and even... 
exploding frogs. All require different skills to 


evade and add quite a bit to the atmosphere and 
tension. 
The control interface is Thief’s pure genius, 








however. Best played “Quake style,” with the 
keyboard and mouse, there are keys for running, 
walking, jumping, and even leaning around 
corners to spot enemies in unknown locations 
(something Rainbow Six really needed). 

All this innovation comes at an unfortunate 
price, primarily Thief’s substandard graphics 
engine. In fairness, the game isn’t ugly by any 


means, but this isn’t an eye candy spectacular 
designed to make your Voodoo sweat. The 


second option lacking is multiplayer, but the 
game doesn’t need it, or warrant it. How fun 
would fragging be if everyone is hiding all the 
time? Though, admittedly, a co-op mode would 
be cool for maybe twenty minutes or so. The last 
complaint | have is the frequent mind-numbingly 
dull “monster missions.” These are missions 
where you raid a crypt, a mine, or a lost section 
of city, and spend less time hiding and more time 
running around looking for keys and openings. 
There are far too many of them, they're boring as 
hell and you complete them simply because you 
just know a stunning new “thief mission” must be 
on the horizon — and it’s all worth it when those 
missions arrive. 

Despite its shortcomings, Thief innovates far 
more than it frustrates. It's a compelling new foray 
into a tired genre, brimming with style and flair. 
Not for your average gib-loving 3D shooter fan, 
but a must-buy for anyone hungry for something 
more thoughtful, suspenseful, and intelligent. 
Pardon the pun, but Thiefis a steal at any price. 


Pupusher 








Andrew S. Bub 
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RED BARON SD 


Supportrresclutions up to 800x600 
Keyboard, Joyatick, 20 player multiplayer 
Minimnurn Pentium 133/32 Megao’ RAM 


Orc upon a time, Dynamix ruled the skies over the bitter trenches 


of WWI. Anybody who dared create a World War | flight simulator 
would bejudged and shot down by the memory of the infamous PC 
flight ttle, Red Baron, But that time was many years ago. Last year, 
Sierra and Dynamix gave us Red Baron 2 and they probably now 
wish that they hadn't. Red Baron 2 shipped with an inadequate 
flight model, woefully poor software-only graphics and more bugs 
thanany game should ever be saddled with. Gamers were outraged, 
and |, having bought the title, was as well. To their credit, Sierra let 
Dynamix redeem themselves by working nonstop all year tofix the 
Baron and bring the sim back to the stratospheric heights of glory its 
predecessor once lew, For the most par, they've succeeded, but its 
still obviously last year’s game. 

Now christened Red Baron 3D, the game features out-of-the- 
box 3D acceleration (Glide only), a much more robust flight model 
and a host of other improvements. So, why should gamers who 
resented Red Baron 2 have to buy the game again, when its only 
now as it should have been last year? They don’t. All these 
improvements are available downloading afree “super-patch" from 
Sierra's website. The game is in stores to attract a new host of fans 
and, if you mistakenly buy the retail version, you can get a full 
refund if you still have your receipt from Red Baron 2. If you own 
Red Baron 2, don't dally in getting the patch, accept 
Sierra/Dynamix’s apology without hesitation, as this is 
uncharacteristically charitable behavior on the part of a 
developer/publisher team. 

WWlaircombatis tricky, immersive, and fascinating. It offers 
intense challenges, thrilling rewards, and simplicity that cannot be 
found in modem jet sims. Turning too quickly can snap your wings 
right off and it doesn’t take a very intense burst of machinegun fire 
to start a fire on your canvas tail. The revamped Red Baron has 
captured this intensity perfectly. The flight model is almost as perfect 
as that of original Red Baron game, and a hair or two better than its 
main competition, last year’s Flying Corps from Empire Interactive. 

The 3Dfx enhanced graphics (no Direct 3D here) put to 
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shame last year's software engine, but they simply can’t compete 
with the late ‘98 WWII sims. The sky palettes are rather bland, the 
planes look a little cartoony and the ground isn’t very photo- 
realistic. Still, i's a great effort, considering that the engine wasn’t 
optimized for 3D acceleration. | wish Dynamix had put their effort 
toward a true Red Baron 3 rather than this enhancement; it would 
be great to see a WWI sim with the graphics of Jane’s WWII Fighters 
or Falcon 4.0. 

Fortunately, they left the campaign modes intact, and you can 
play as a German, British, French, or American pilot all they way 
through the course of the war, flying everything from Spads, to 
Sopwiths, to Fokkers. The biggest advantage this campaign offers is 
that i's dynamic, without seeming random. After a long career of 
near-deaths, it's even possible to exceed the Baron’s 80 kill score, 
though nota likely feat. Missions run from patrols, interceptions and 
bombing runs, to observation balloon strikes. The powerful mission 
editor is likewise intact. 

Red Baron 3D is best viewed as a heartfelt apology from a 
publisher who has mended its ways, and a developer who had 
alienated its fans. | commend Sierra for making this enhancement 
free over the Internet and for offering the refund to slighted fans. As 
there is no current single player WWI flight competition, | also thank 
them for packaging it for new fans. This Red Baron may not be an 
Ace, buthe is indeed a chivalrous pilot. 
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Glide 

Supports resolutions up to 800x600 
q Keyboard, Joyatick 

Minimum Pentium 166/32 Mega o’ RAM 


J ust the term “An Elder Scrolls Adventure” on the box is likely to cause 
mixed reactions ftom Bethesda’s fans, recalling both the fan favorite 
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RED BARON 3D 


Daggertall and the abysmal Battlespire. Fortunately, Redguard is quite 
abit better than Battlespire, but doesn’t quite match the innovation of 
Daggerfall. 

The pirate theme immediately caught my interest and, consid- 
ering the depth and scopea world like Tamriel has to offer: a third-per- 
son perspective, swashbuckling/sword fighting, and adventure with a 
capital “A’ seemed to give Redguard a needed edge in this crowded 
genre, But the gameplay itself runs decidedly hot and cold, and fails to 
grip you throughout. 

Redguard’s story is vast and true to the Elder Scrolls plotline. Its 
main characteris refreshingly ethnic (making the fist game | can think 
of with a dark-skinned hero) and there are plenty of non-linear things 
todo, people to see, and places to go. You must contend with rival fac- 
tions, pirates, the evil Baron Richton (and his pet dragon) and locate 
your missing sister. Side quests abound, and the puzzles are challeng- 
ing enough to make Tomb Raider seem simplistic. 

Sounds good so far, huh? A bunch of problems are keeping me 
from loving this title as much as | really wanted too. Control, using 
either a gamepad or the keyboard, is annoyingly hampered by a poor 
interface. Third-person action games need to be either immersive like 
Tomb Raider, or fluid like Heretic 2. Redguard is, unfortunately, nei- 
ther. You'll find yourself having trouble turning to face the proper direc- 
tion fora difficult jump; jumping and climbing are awkward in general, 
and itis sometimes difficult to perform needed actions. The combat sys- 
tem is confusing at best, due toa lack of visual cues, Enemy A.I.is very 
robust and multiple enemies flank well, but when you're hit, or you 
strike them, there's nothing buta meager sound cue. Characters don't 
react like they’te in a fight (by showing pain, getting angry, etc.) andit 
soon becomes dull routine as you whack away and hope you're hitting 
them. Most enemies are easy to avoid simply by running from them, 
and none of your favorite pirate movie acrobatics are featured. 

Despite it's use of Glide for acceleration, the game's characters 
look about as good as those from Jedi Knight (a D3D game now overa 
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year old). Clipping problems run rampant and you can see virtually 
very texture-mapped seam, Worse yet, for those without a 3DFX card, 
the software praphics can best he described as lousy. 

The voice acting is bearable, butsome characters sound terrible; 
the high-pitched whine of Mariah is enough to makea canine cock is 
head in puzzlement. Like any adventure game, you must navigate 
through the expected cumbersome dialogue trees, but these charac- 
ters are extremely long-winded and not always that interesting, Meet- 
ing someone and finding ten topics to discuss, which expand to over 
thirty ftom additional information given during the conversation, isa 
terrible blow to the game's pace and mood. Like any adventurer, | fet 
| ought to ask everyone everything | could, but | soon became very 
bored with their responses. We don't play these games to listen to dull 
topics for over 20 minutes (at least don't). 

Other problems are of a more technical nature. Bethesda's pro- 
prietary graphics engine (dubbed XnGine) has been given a facelift, but 
isstilla DOS program (itcan run in aWindows Shell of course), which 
means it doesn't recognize your sound card, use DirectX, or any other 
cool new API (3D sound would've been nice). 

Despite it's sixteen areas, 40-plus characters, tremendous replay 
Value, stiring plot and dynamic main character, the lackluster sword- 
play, tedious dialogue, and outdated technology knock out what could 
have been a real shot in the arm for adventure gaming. All of which 
leaves it to hang unceremoniously, hoisted on its own petard. 
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Glide 

Supports resolutions up to 800 x600 
Keyboard, Joystick, 8 playera multiplayer 
Minimum Pentium 133/32 Mega o' RAM 


Gi: a boy, | used to fall asleep under the crowded skies 
of World War Il. Revells and Monograms dangled 
from the ceiling of my room, suspended by sewing 
thread in the wild angles of some jumbled dogfight. 
Here a Mustang on the tail of a Zero, in one corner 
the enormous tail of a B-17 with its shark-like snout 
presiding over a tiny fleet of off-scale Bf-109s and an 
odd F-14 thrown into the mix after | had seen The 
Final Countdown. 

These familiar shapes hovered like angels over 
my childhood, which might account for the 
heartrending affection | have for Microprose’s 
absolutely brilliant European Air War. In this sim, 
these once-frozen plastic toys have been given life 
with an almost magical quality that we haven't seen 
since Dynamix’s much rougher (but much earlier) 
Aces series. This is not only the best of the current 
crop of World War II flight sims, but it’s among the 
best flight sims ever, sharing a pedestal with the likes 
of the original Red Baron, Jane’s Longbow 2, and Su- 
27 Flanker. 

Atthe heart of European Air War is an immersive 
career mode that puts the player through a series of 
randomly generated missions. It not only tracks your 
performance for the sake of promotions and medals, 
but it also makes adjustment to the mission types 
based on the progress of the campaign. It’s nota fully 
dynamic campaign in the sense of Falcon 4.0 or 
Longbow 2; instead it’s one pilot's trip through the 
war, a dynamic career, if you will. This gives the game 
a highly personal hook to keep the player attached to 
his pilot, his airplane, and his squadron. 

Because of its prolonged and sometimes 
turbulent development process, the sim is drawn with 
an old engine that officially supports only 640x480 
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resolution (a patch lets you kludge higher resolutions, 
which look great). It’s a wonder that, somewhere 
along the line, Microprose didn’t throw out all the 
code and start anew, writing something geared to 
higher end machines and hardware acceleration. 
Instead, they stuck it out with a relatively primitive 
graphics engine that all manner of machines can 
support. Couple this with the highly flexible difficulty 
levels and you have a niche product with a 
surprisingly wide appeal. If you're new to flight sims, 
turn everything down and play it as a historically 
flavored shoot ‘em up. If you're saddled with old 
hardware (the minimum system requirements are a 
P133, which won't run most contemporary titles), 
notch the graphics way down and enjoy an austere, 
but playable, air war. If you're a hard-core simmer 
with a fast rig, drink deeply from this Holy Grail. 
There are some drawbacks to the older engine. 
For instance, the graphics aren't as sharp and bright 
as Jane's World War Il Fighters. It can be hard to track 
distant targets when they're mere pixel lumps with no 
discernable wings (although a zoom helps). Damage 
skins are conspicuously absent (smoke trails are the 
only sign of a damaged aircraft) and there are no 
moving control surfaces. The cockpits are rather 
workaday, but the game de-emphasizes the gauges 
by providing a tiny HUD readout in the corner of the 
screen. The terrain is almost completely flat, but the 
engine does a wonderful job with pop-up tree 
Clusters and European villas when you get down low. 
The main advantage of this modest engine is that 
itcan handle the epic scope missing from so many 
sims. It is not uncommon to fly missions with 
upwards of 100 aircraft in the sky at once, all 
swirling in on each other like a great cloud and then 
breaking off into smaller engagements in their own 



















































Evropean Air War should be taken to heart by 
developers as a lesson that the leading edge of 


technology isn’t alvays the best place to be. 


corners of the sky. You'll forgive European Air War 
almost anything as your squadron dives through a 
formation of 20 bombers nosing through a sky dense 
with flak, sweeping the clouds with tracers from their 
guns. A more “advanced” engine couldn’t create 
missions of this scale on today’s hardware. European 
Air War should be taken to heart by developers as a 
lesson that the leading edge of technology isn’t always 

the best place to be. 
Although the game boasts twenty flyable aircraft, 
D)_ this is slightly disingenuous, as many of them are just 
x i variants. There are actually eleven distinct aircraft from 


mn the RAF, USAAF and Luftwaffe. Even with the relaxed 


flight model enabled, the aircraft types feel very 
different from each other. But at full realism, European 
Air War's flight model is one of the most satisfying, 
rivaling even the legendary Warbirds, a staple among 
hard-core flight simmers. Successful dogfighting is a 
matter of learning your aircratt’s limits, pushing it to the 
edge and holding it there without losing control. 
Unlike the other WWII sims of the season, there is no 
endless turning and there is no quarter given for 
haphazard joystick yanking. When played as a realistic 
flight sim, European Air War requires a skilled pilot 
with a refined touch. 

Although the initial release was saddled with 
disappointing Al that offered nearly useless wingmen 











and timid enemies, Microprose’s first patch whipped 
the computer pilots into shape. Enemy aircraft fly 
frantically to get you off their tail. Gunfire from bomber 
formations is dense and lethal. Enemy aircraft even 
seem to cooperate to lead you into traps; many times 
I've singled outa lone aircraft only to find myself soon 
bounced by one of his friends who was hovering 
overhead. 

The multiplayer support isn’t just an alternative to 
these epic dogfights, since you can play them 
competitively or cooperatively, across the Internet or 
on a LAN. Let your friend lead the bomber escorts 
while you command a swarm of attacking 
Messerschmitts. Or you can fly on his wing during a 
ground attack. Or you can mix and match competing 
aircraft in a free-for-all deathmatch that pits Spitfires 
against Mustangs and Focke Wulfs against Me-262 jets. 

Perhaps the turning point in this game's 
development was when the lead designer of Jane's 
Longbow sims, Tsuyoshi Kawahito, took the helm. You 
can Clearly see the same skill and care that are so 
evident in the Longbow titles. There’s a high falootin’ 
French term associated with staging a play: “mise en 
scene.” This phrase describes the arrangement of all the 
elements in a production into something that 
transcends the mere sum of its parts. This captures 
perfectly what Kawahito has done so well; European 
Air War is not merely a flight sim like Jane's World War 
Il Fighters or Microsoft's Combat Flight Simulator. 
Rather, itis a lovingly staged recreation of the European 
air wat. From the shell art to the working radio in the 
barracks to the throaty bellow of sixteen planes on the 
runway throttling up for take-off, there’s more than just 
a flight sim buried in this title. When I click on that 
“EAW" icon on my desktop, I’m not merely playing a 






game. Instead I’m transported someplace that 
recaptures the magic of those inanimate models that; 


presided over my ao d dreams. 
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Direct 3D 

| Supportareaolutions up to 1024x768 
Keyboard, Joyatick 

Minimmurn Pentium 166/16 Megs o' RAM 


tie gun-toting, easy-on-the-eyes heroine Lara Croft 
is back in her biggest adventure yet. Even though 
the game boasts higher polygon counts, new 
moves and cool new lighting and transparency 
effects, the rapidly aging gameplay is pretty much 
identical to previous games (make Lara run, make 
Lara jump, make Lara shoot and kill things, etc.). 
With other quality games out there that have really 
advanced with the times (such as Half-Life, Rogue 
Squadron and Heretic Il), you would hope that 
Core would deliver a whole new Tomb Raider 
experience. Sorry folks, big goose egg here. Tomb 
Raider II just looks like a rehash of both of the 
other Tomb Raiders rolled into one. 

So what's new in Tomb Raider III? Not much. 
It’s the same old Lara (oddly, it would seem that her 
breasts are getting smaller, hmmm) running 
through exotic locales, jumping from ledge to 
ledge to get artifacts that were looted from a 
meteor. A new key feature of Tomb Raider II is its 
non-linear storyline, the first game of the series that 
has that option. For example, Lara starts off in 
India, but after completing that level, the player 
can then choose any of the three mid-game areas 
— Area 51, South Pacific or London — and play 
them in any order, with certain advantages or 
disadvantages depending on the levels they chose 
to play first. The game concludes with Antarctica. 

Although this new feature makes the 
gameplay in Tomb Raider III seem fresh, it’s still the 
same old engine. You always know what to expect. 
You can almost sense when an enemy is going to 
come around a corner and attack. Nothing 
surprises you anymore and that’s where Tomb 
Raider Ill fails miserably. Even the frustrating 
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floating camera is still there and it makes certain 
jumps simply impossible to do. Players find 
themselves making leaps of faith in hopes of 
making it to the other side. 

Tomb Raider just wouldn't be Tomb Raider 
without some new moves. This time around, Lara 
has the ability to crawl, monkey swing and 
execute a speedy dash. Lara can also drive a quad 
bike and cruise in a kayak. 

New lighting and water effects give a sense of 
being there. Shoot an animal in the water and 
watch a bloody red cloud appear in the water. The 
improved textures and shading make identifying 
ledges and jump-off points a whole lot easier. 

These new features are all well and good, but 
do they really warrant another Tomb Raider 
purchase? If you're a big fan of Lara Croft (and 
there are plenty of sad, horny men out there who 
are), then it's a worthwhile game to get. The 
improved graphics and non-linear gameplay make 
for one of the best Lara Croft adventures. However, 
if you're sick of the Lara phenomenon all together, 
you can bypass this one without feeling guilty. 
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UF RISING 2 


Glide 
Supports reaolutiona up to 1024x768 
Keyboard, Joyatick, 8 player multiplayer 
Minimum Pentium 166/32 Mega o’ RAM 


WH en 300 debuted Uprising last year, it heralded the birth 


of a new style of hybrid gaming that mixed real-time 
strategy (RTS) with action-oriented simulation. For a 
time, Uprising stood alone, but was followed quickly by 
Battlezone, Armor Command, and Urban Assault. Of 
these three imitators, only Battlezone truly exceeded 
Uprising in terms of both interface and fun. Now we 
have Uprising 2, the title that should have knocked Bat- 
tlezone down and reclaimed the action/RTS throne for 
3DO. But after playing Uprising 2 for awhile now, let me 
tell you — it ain’t gonna happen. 

The graphics are gorgeous and they look almost as 
stunning as those of Microsoft's Urban Assault. In Upris- 
ing 2, the locales vary widely, from deserts to forests, lava 
strewn landscapes to barren scorched earth, and the 
addition of weather effects adds a lot to the ambiance of 
battle. This is another Glide-only game, so 3Dfx proves 
once again that they are the only way to go graphically 
speaking, while software renderer leaves much to be 
desired. 

A questionable decision was to make the infantry 
look more robotic and less human than in the original 
game, which reduced blood and gore. The terrain and 
trees, buildings, objects, cannot be destroyed this time 
out. This marks the first game in recent memory that has 
taken a step backwards in interactivity from its prede- 
cessor. 

The interface department proves again that Upris- 
ing 2 would play a whole lot better if we didn’t have 
Uprising (not to mention the other genre contenders)to 
compare it to. The interface has been reworked to be 
more like Battlezone, but now you cannot redistribute 
power inside your Wraith units. In the original, you could 
allocate some extra power to shields or firepower but 
now you can't. Force feedback is flaccid and virtually 
























nonexistant, which pales in comparison to the wrist-shat- 
tering forces the original provided. 

Gameplay boils down to approaching citadels, tak- 
ing them out, then repeating. Every so often, this pattern 
is spectacularly interrupted by an attack on your own 
forces. These kill-or-be-killed interludes make the game 
and they just don’t happen enough. This isn’t the slow 
exploration and encroachment that Battlezone provided 
or the “mega tank rush” of Urban Assault; this is recycled 
Uprising pure and simple. About the best thing you can 
say about gameplay in this sequel is that the game is 
much easier. It took me ages to get through the last few 
missions in Uprising due to the insane difficulty, but here 
| whipped through the entire game in record time. So the 
best thing that can be said is also the worst, since itseems 
that they made the game far too easy this time out. 

Let me make one thing perfectly clear: were it not 
for Battlezone and the original Uprising, Uprising 2 
would bea champion. But Cyclone has lost much of the 
magic by trying to trim the fat. Uprising garnered great 
reviews because of all that fat and all they've achieved is 
the dumbing down of an excellent concept. The game is 
attractive and at times extremely fun, but doesn’t leave a 
lasting impression. 
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Supports resolutions up to 1024x768 
Keyboard, Mouse, 3D Sound, 16 player multiplayer 
Minis Pentium 133/PowerMac 604/32 Megso’ RAM 


Bree was a time when Real-Time Strategy (RTS) games were thought 


of asstrictly 2D ventures. Command and Conquer, WarCraft, and 
their sequels and imitators were partly to blame for this. Then from 
nowhere came Bungie software. They released Myth: The Fallen 
Lords to the unsuspecting gaming ath and not only did they doa 
good job with a 3D accelerated RTS, they NAILED the genre. Myth 
was a perfect package, with great sounds, graphics and incredible 
gameplay. It was complex to learn and difficult to master, but the 
rewards were worth it. So does Myth2: SoulBlighter improve on The 
Fallen Lords? Does a Dwar like blowing things up? 

if you've played Myth: The Fallen Lords, then you should be 
rightat home with SoulBlighter. Other RTS games get bogged down 
with “resource management”, having to mine for minerals, keep 
troops fed, construct barracks and the like, Myth doesn't bother with 
that, Each mission starts with a clear goal and a different assortment 
offighters to reach that goal, including Dwarves, Bowmen, Berserks, 
Journeymen, and Warriors —and that’s just the “Light” side! Witha 
name ike “Myth” you would be correct in assuming that there's got 
tobe some sort of magic involved. The “Dark” side the bad guys) has 
Unique magical creations that include Ghasts, Ghouls, Soulless, 
Wights and other demons that make your quests a little more 
interesting. 

Combat takes some getting used to, butonce you get the hang 
oft, the control of battle is amazing. The action is Viewed ina3/4 
perspective, but you can also orbit and rotate the view left and right, 
as well zoomin and out. Moving the camera to the right perspective 
canbe half the battle. Controlling oe ismore like a standard RTS 
game—click and drag over a group of fighters and click where you 
want them to go, Give them orders, such as attack, scatter, retreat or 
perform “special moves” and they do the rest, unless you give them 
altemate orders. Of course, pointing and clicking wouldn’tbe much 
ofa fun game (let’s not confuse Myth with Myst!) so there’s more to 
battle then that. Depending on iv situation, the formations you 
choose are the key to success or failure, 

So what's changed since the first game? It easier to point out 
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what hasn't changed: gameplay. The battles are dead-on identical to 
the first game, with a few improvements. The controls and interface 
have been simplified a bit and the difficulty doesn’t hit you right at 
the beginning as in the first game. From there, Bungie adds a much- 

enhanced game engine with eye-candy like animated 3D models 
(drawbridges, windmills), real-time lighting for colored lights and 
shadows, improved terrain and 3D fire which does damage both to 
the landscape and those poor fools unfortunate enough to be caught 
in the middle, There are now indoor environments to fight in, 
improved pathfinding and Al, new fighters (with twice the animation 
from the first game and varied attack animations) and terrain for them 
to ight on. The audio has improved nicely, with context-sensitive 
music and 3D-surround sound supporting 3D audio cards like the 
SB Live! and Diamond's MX300. Top of the list to many Myth fans is 
the Multiplayer, which now has map actions, such as calling for 
reinforcements during an on-line battle. There's also the ability to 
make or break alliances during a multiplayer battle, and worldwide 
player rankings across the different languages and versions. 

Suffice it to say that as good as the first game was, this one 
doesn't change too drastically, but improves upon just about every 
aspect of the game. If you loved Myth: The Fallen Lords, then buy 
SoulBlighter now. If you missed TFL, then here’s your chance to see 
what you missed — it deserves a place in every Voodoo gamer's 


library, 
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Direct 3D 

Supports reaolutiona upto 1024x768 
Keyboard, Joyatick, 8 player multiplayer 
Minimum Pentium 166/32 Megno’ RAM 


Li. feature films, computer games suffer froma money-fueled 
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affliction that drives creators of successful titles to recycle their 
formulas in endless, usually less i Impressive efforts (see Test 
Drive 5, this issue). One sad result of this vicious cycle is 
spoiled game reviewers who become jaded so easily that any- 
thing less than posterior perfection is trodden upon like day- 
old sushi. 

No doubt about it, though, Moto Racer 2 is a worthy 
sequel t 0 its predecessor, serving more of the same while mak- 
ing up for its lack of freshness with increased options, speed, 
graphical depth and and a do-it-yourself track editor. 

Where the original Moto Racer featured only eight tracks 
(plus two add-ons in a downloadable Data Disk), MR2 has 32 
Super Bike and Moto Cross tracks spread across Grand Prix, 
Sahara, Brittany, Amazonia and Forest themed backdrops 
(with an unlimited number of f add-ons made possible by the 
Track Creator), Unfortunately, there are so many similar ele- 
ments in tracks of the same theme that a nagging sense of deja- 
Vu Creeps up as one progresses through the championships. 

Despite this familiarity, there are some lovely sights to 
behold: Sloshing through the Amazonion jungle in a steady 
drizzle, screaming around fog-bound corners with your 
ankles inches off the ground, and leaping apprehensively over 
ablind hill as your headlight casts the only illumination on the 
gentle snowfall of a dark British night. And it all runs smooth 
as silk in resolutions up to 1024x768 (maximum in MR1 was 
640x480), even on a pitiful Pentium 200, thanks to the magic 
of Voodoo 2. 

That being said, | did encounter a certain amount of lag 
in menus and occasional pauses mid-race, but this is likely the 
result of a minimal install and a situation I'm more than will- 
ing to endure for the precious space saved on my hard drive. 

Each race offers a choice of eight bikes with varying 
degrees of acceleration, brake, road grip and top speed, as 
well as either automatic or manual transmissions. As in so 
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many other arcade racers, however, that slick grey number 
with the shiny black leathers is usually not the best choice for 
the task at hand and, since you can't upgrade with prize 
money or goof around with the bike's setup, you may have to 
suck itup and go profilin’ on the pea green job to finish ahead 
of the pack. 

Yes, options abound in MR2, from the usual setup choic- 
es to time of day, weather, and Arcade or Simulation (read: 
Crash A Lot More) physics. Reversed and Mirrored modes are 
also available, depending on mode of play or your Champi- 
onship standing. In-game music is, of course, the requisite 
tedious speed metal crunch that inevitably proves more of a 
distraction than a hornet in your helmet. Multiplayer options 
allow four players over the Internet, eight players over a LAN, 
head-to-head by serial or modem link and four player split- 
screen support. 

You'll find very little of the freedom or arguably realistic 
control of Microsoft's Motocross Madness here but, in terms 
of sheer speed and simultaneous graphic flourish, MR2 is the 
clear winner. Where the original Moto Racer was a breath of 
fresh air, bursting with color and excitement, MR2 is The 
Empire Strikes Back to MR1’s Star Wars — it’s a darker, more 
complex story but one that ultimately satisfies on a deeper 
level. 






| Prausnoe 
| Eletronic Arts 


Daveioper 
Delphine 


Gameplay ||) 
P overall ||) 


Aiatnor 
| Scott Wolf 




























wuu-voopoonac-con Woowroo - as 























SSS te 


SS Lee a eee 








Nocatee eae anal 


on 


SANE Raprsecece 





| 


The release of the Voodoo Banshee chipset in October of 
last year marked a major shift in 3 fx Interactive's market 
strategy. The company moved away from 3D-only game 
cards to enter the mainstream computer graphics market, 
now defined by the 2D/3D card that combines high-qual- 
ity, high-performance Windows desktop graphics with 3D 
gaming ina single chip. 3Dfx intends to become not just 
the leader in graphics for hardcore gamers, but a household 
name in computing, as it draws in the full range of com- 
puter users with its new products. 3Dfx will no longer pro- 
duce stand-alone 3D chips. The Voodoo Banshee 
represents 3Dfx’s first completely integrated chip. 


Voodoo Banshee combines the Voodoo2 3D engine with 
an advanced 2D VGA core. This chipset has already proven 
to be extremely popular, selling over a million chips in less 
than 3 months and adding to 3Dfx’s customer base a legion 
of computer users who want to try or expand their use of 
the computer for gaming. 


Much of the game world is focusing on 3Dfx’s release of 
Voodoo3 in early to mid-1999. The Voodoo3 is derived 
very closely from the Banshee, sharing the same VGA core 
and basic Voodoo2 engine, although a second texture pro- 
cessing unit and considerably higher clock rates will 
enhance the Voodoo3’s performance. Yet the Banshee is 
more than a scaled-down preview of the Voodoo3. It can 
stand on its own among the current competition. Although 
originally targeted for the OEM market, the chipset has 
been picked up by nearly all major board makers, includ- 
ing, Creative Labs, Diamond Multimedia, Guillemot, 
Metabyte Wicked 3D Board Company, Quantum3D, and 
a host of other vendors, including motherboard builder 
Gigabyte, Real3D, and a large number of Taiwanese and 
European companies. 


Just how well does the Banshee compete in the new main- 
stream arena of 2D/3D graphics chips and how can you get 
the most out of this chipset? 


These may change with driver or BIOS revisions. 


The following video cards were used in this comparison: 

° Creative Labs 3D Blaster Voodoo2 12MB, single and SLI 
pair, running at 93 MHz graphics clock using 3Dfx 
Interactive Voodoo? reference drivers Release 2.1, ver- 
sion 3.01.01. 

¢ Hercules Dynamite TNT running at 90 MHz graphics 
clock, 110 MHz memory clock using Hercules drivers 
version 0.56.0048. 


All Banshee cards were tested using 3Dfx Interactive 
Voodoo Banshee reference drivers Release 1.0. 
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Test Systems: All running Win98. Display vertical refresh 

rate was set at 75Hz. 

e Intel Pentium I] 450MHz in an Abit BX-6 motherboard 
with 128MB PC-100 SDRAM, 17.2GB Maxtor UDMA 
hard drive running Windows 98. 

° Intel Pentium I] 233 with same components as above 

e AMD K6-2 300 in an ASUS PSA motherboard; otherwise 
same as above 


2D Performance Benchmarks — the flat part of the video world 


From a gamer’s perspective, the 2D image quality is often 
ignored. Obviously, fora combined 2D/3D chip, the qual- 
ity of the 2D image with which you have to live and work 
day after day is critical. Fortunately, the Voodoo Banshee is 
excellent overall in this regard. The 2D image quality and 
performance is first-class, matching the best cards in this 
area, pixel for pixel. As with any chip that has cards pro- 
duced by a range of vendors, the selection of components 
and details of circuitry can vary, so there can be some vari- 
ability in this area, but overall it at least equals the compe- 
tition in terms of image stability, sharpness, brightness, and 
color saturation. Resolutions can run up to 1920x1440 at 
24 or 32-bit (True Color) desktop settings, depending on 
monitor capabilities. 


In benchmarks of 2D performance, the Banshee hits marks 
that match any other consumer graphics product. These 
results show that 3Dfx has hit the mark with its new 2D 
VGA core, with exceptional performance in 24 and 32-bit 
True Color modes, where it even establishes a small lead 
over the TNT. The differences among Banshee cards are 
small and reflect differences in default clocking (Table 1). 


Table 1: ZD Winbench99 Business Graphics/High-End Graphics 



































1024x768 Resolution 16-bit 24-bit 32-bit 

Banshee — Creative 163/378 148/426 150/439 
Banshee— Diamond 163/380 148/430 153/440 
Banshee — Gigabyte 165/382 152/436 155/443 
Banshee—Metabyte 165/391 141/431 _ 139/441 
TNT 165/390 = 157/476 
1280x1024 Resolution 16-bit 24-bit 32-bit 

Banshee — Creative 162/378 146/425 137/435 
Banshee— Diamond 163/377 144/424 131/428 
Banshee— Gigabyte 165/383 150/432 142/442 
Banshee —Metabyte 165/391 141/431 136/441 
TNT 161/349 — 128/389 





3D Performance Benchmarks — where the actionis 


The Banshee brings Voodoo2 capabilities to gaming, 
including support for 3Dfx’s native Glide API, MS DirectX 
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and OpenGL. An OpenGL ICD is under development and 


drivers supporting AMD's 3DNOW! 
release prior to sinlecan ! protocol are due for 


Because the Banshee's graphics clock 

while the Voodoo? is ete 90 MHz come vende GE 
to faster settings in both cases), and the Banshee supports 
very high speed SDRAM or SGRAM as compared to the 
Voodoo2's EDO RAM, it can actually outperform a single 
Voodoo? card in many 3D games. However, its lack of a 
second Texelfx texture-processing unit impacts games like 
Quake Il in a major way, although multi-texturing is not 
nis ie many other Bales to date. 

A test were run with vertic i 

a ee al sync disabled, except for 


Synthetic Benchmarks 

ZD 3D Winbench99 tests Direct3D quality and speed. The 
Voodoo cards fail anti-aliasing based on the edge method 
chosen by 3Dfx not being compatible with the test method. 
The 3D Winmark scores show that the Banshee is compet- 
itive with the Voodoo2 and TNT cards (Table 2). 


Table 2: ZD 3D Winbench 99 version 1.1 — 3D Winmarks 























640x480 1024x768 
Banshee — Creative* 802 476 
Banshee — Diamond* 845 490 
Banshee — Gigabyte* 892 549 
Banshee — Metabyte* 846 492 
Voodoo2* 800 — 
Voodoo? SLI* 813 694 
TNT** 854 492 





* Fails Anti-aliasing and Fog Table Exponential 
=*Fails Fog Table Exponential 


Forsaken 





Forsaken, which runs under Direct3D, provides an exam- 
ple of where the Banshee just plain flies, producing results 
between aVoodoo2 andVoodoo? SLI and soundly beating 
out the TNT soundly. The reason for the lower scores at 
higher resolutions with the Creative and Metabyte cards is 
not clear, although the Creative memory timings are low 
and the Metabyte is the only card in the groups to use 
SDRAM and a PCI bus (Table 3). 


Table 3: Forsaken demo (biodome.dmo) 


640x480 800x600 1024x768 























Banshee — Creative 125 102 66 
Banshee — Diamond 146 122 as 
Banshee — Gigabyte 132 121 

Banshee—Metabyte 129 100 65 
Voodoo2 129 98 — 
Voodoo2 SLI 139 138 111 
TNT 98 77 48 
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Incoming, another Direct3D game, again shows the 
Banshee to be a speed demon. The TNT edges it out here. 
The Banshee perform better than a single Voodoo2, while 
adding higher resolutions not attainable with a single 
Voodoo2. Again, the Diamond and Gigabyte Banshees 
show the effects of higher default clock rates.(Table 4). 


Table 4: Incoming Lux-et-Robur Demo Benchmark 


640x480 800x600 1024x768 


























Banshee — Creative 83 63 40 
Banshee — Diamond 94 69 45 
Banshee — Gigabyte 97 76 50 
Banshee — Metabyte 87 64 41 
Voodoo2 80 57 — 
Voodoo? SLI 90 89 67.5 
TNT 98 77 48 
Turok 








In Glide and D3D mode, the Banshee delivers Voodoo2- 
level performance, while the TNT edges out all but the 
Voodoo? SLI in D3D mode by a fair margin (Table 5). 
Table 5: Turok Demo version 1.01 Tmark Benchmark 


640x480 640x480 800x600 




















Glide _Direct3D Direct3D 

Banshee — Creative 110 88 61 
Banshee — Diamond 121 99 69 
Banshee — Gigabyte 132 107 78 
Banshee — Metabyte 110 97 67 
Voodoo2 94 96 61 
Voodoo2 SLI 164 125 110 
TNT — 119 90 
Quake Il 







Quake Il is one of the very few games at this point that uses 
multi-texturing, The lack of a second texture-processing 
unit puts the Banshee at a disadvantage, reducing perfor- 
mance close to 50%, versus the Voodoo2 and 30-40% ver- 
sus the TNT, as shown in Quake Il timedemo demo1 using 
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Brett Jacobs’ High Performance configuration files. The 
results with individual Banshee cards show that the higher 
clock rates used as default settings by some cards do boost 
performance by about 20%. Banshee frame rates are very 
playable under the single-player conditions modeled in 
demot even at 1024x768 (Table 6). 


Table 6: Quake I! version 3.19 timedemo demo 1 — high per- 
formance settings 


640x480 800x600 1024x768 




















Banshee — Creative 56 39 25 
Banshee — Diamond 61 3 28 
Banshee — Gigabyte 67 48 31 
Banshee — Metabyte 62 44 29 
Voodoo2 106 67 —_ 
Voodoo? SLI 117 113 83 
TNT 88 66 42 





Unreal 





Unreal was developed originally to run only on the 3Dfx 
Glide API, but now supports OpenGL and D3D to some 
extent in the latest patches. The Banshee does not quite 
match Voodoo? performance in Unreal. However, the TNT, 
running via its OpenGL ICD, falls very far behind the 
Voodoo2 and Banshee cards. This demonstrates the advan- 
tage the Banshee can have in games initially released under 
the Glide API. Unreal would not play on any non-Glide 
cards for several months after release in October 1998, and 
as of today, after numerous patches, still runs slower and 
with lower visual quality on non-Glide cards, such as the 
TNT (Table 7). 


Table 7: Unreal version 220 timedemo 


640x480 800x600 1024x768 























Banshee — Creative 44 30 19 
Banshee — Diamond 48 34 22 
Banshee — Gigabyte 52 37 24 
Banshee — Metabyte 47 32 21 
Voodoo2 52 35 _— 
Voodoo? SLI 59 52 42 
TNT 26 19 13 
Half-Life 





The results show that with this severe test, Half-Life is CPU- 
limited. The small differences in the FPS results are negligi- 
ble (Table 8) 
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Table 8: Half-Life Torture Test 
640x480 800x600 1024x768 





























Banshee — Creative 21 21 18 
Banshee — Diamond 21 21 18 
Banshee — Gigabyte 21 21 20 
Banshee — Metabyte 21 21 18 
Voodoo2 21 21 = 
Voodoo2 SLI 20 19 18 
TNT 19 19 18 
CPU Scaling 


3D graphics chips vary in performance when paired with 
CPUs possessing different levels of performance. Here are 
three benchmarks that examine this relationship. The 
Direct3D benchmarks in Tables 19 and 20 show that the 
Banshee holds its own against the Voodoo? regardless of 
processor, whereas the Voodoo? in SLI format and the TNT 
are restricted severely by the AMD processor and take bet- 
ter advantage of the faster Pentium II. 


Table 9: Incoming Lux-et-Robur Demo Benchmark — 
640x480x16-bit/800x600x16-bit 


Creative Labs Creative Labs Creative Labs Hercules 


3D Blaster Banshee Voodoo2 _ Voodoo2-SLI_DynamiteTNT 








K6-2 300MHz 55/55 54/53 53/53 50/50 
PIl233 MHz 62/60 58/56 59/61 57/59 
PIl450 MHz __ 83/69 80/57 90/89 98/77 





The weaker AMD floating-point unit (FPU) plays a bigger 
role here in restricting the performance of all the chipsets, 
and all scale up at about the same proportion with the faster 
Pentium II FPU's. The Banshee suffers overall in this com- 
parison due to its inability to perform multi-texturing in a 
single pass (Table 10). 


Table 10: Quake II Timedemo Demo1.dm2 — 640x480x16-bit 


Creative Labs Creative Labs Creative Labs Hercules 


3D Blaster Banshee _Voodoo2 _ Voodoo2-SLI_ Dynamite TNT 
K6-2 300MHz = 25 45 45 38 


Pil 233 MHz 46 60 60 48 
Pll 450 MHz 61 106 117 88 











Boosting the Banshee 

The Banshee can be tweaked for performance much in the 
same way as the Voodoo2 has been. Nearly all vendors 
include a set of utilities that can be used for this purpose 
(Table 11). - 


Table 11: Banshee settings 

















Common Settings Recommended position 

Vertical syne Disable 

Triple Buffering — Disable 

Anti-aliasin Enable 

2MB texture limit Disable 

Graphics core clock 100-110 MHz; occasionally higher —max 120 
Memory Clock 100-110 MHz SDRAM; 110-130 MHz SGRAM 





Disabling Vsync allows frame rate to exceed display refresh 
rate at the risk of visual tears, although this is rarely evident 
with the Voodoo line. Triple buffering can improve image 
quality, but is not universally supported by games. Anti- 
aliasing, although rarely present in the 3Dfx required edge 














format, can be enabled without a erformance 

2MB texture limit can be used A older cic caes He 
may not operate with larger texture RAM formats, Graphics 
clock and/or memory clock sliders are included in most 
vendor utilities. The response of individual cards to clock 
settings ts not predictable. Some cards will only operate at 
the default 100 MHz core clock. Other vendors use default 
clock settings that are much higher, as seen in this report. 
Most of them have added small fans to the graphics chip 
heat sink, a common practice with high-performance 
graphics cards now. From my testing, there is no doubt that 
this enhances stability as clock rates are raised, as internal 
heat appears to be largely responsible for graphics artifacts 
and faults that produce lock-ups or crashes on extended 
use. Gamers are obsessed with frame rates and the 
Banshee's response to clock settings will make many of 
them happy. RAM type and speed is another variable. For 
cards without fans, adding a small 486 CPU fan, which 
often will screw right on to the Banshee graphics chip 
heatsink, can reduce heat build-up and increase stability. 
For Banshee’s with removable heatsinks, cooling units such 
as the TennMax Lasagna cooler work very well. 


Game Compatibility 

In general, the Voodoo Banshee offers support for all 
Voodoo-compatible game titles. This does not mean thatall 
current and past games will work immediately with the 
Banshee chipset. Most do. However, 3Dfx has tightened a 
few software and hardware loopholes in the Voodoo2 
engine as implemented in the Banshee and the coming 
Voodoo3, causing some games to require patching to work 
correctly, You cannot expect old first generation games that 
have been replaced by sequels to be updated to Banshee 
compatibility in all cases. There are workarounds for many 
of these titles and resource sites that list them on the Web. 
Often the fix can be as simple as locating old Glide version 
in the game folder and removing or replacing them with 
Banshee compatible versions. 


It is possible to use a Banshee and a Voodoo? (or Voodoo2 
SLI pair) together in the same system, although the Banshee 
has no provision for SLI hookup itself. This provides you 
with a wide choice of Direct3 D, Glide and OpenGL game 
modes. For Direct3D, the Voodoo? is identified as a sec- 
ondary D3D device, while the Banshee is primary. 
However, the Banshee uses a slightly different Glide driver 
from the Voodoo2, requiring Glide driver switching. Most 
Banshee vendors support this with a small “Glide switch” 
utility that swaps Glide files on demand. 


The Banshee runs all Voodoo-compatible OpenGL games 
(e.g., Quake II, Hexen Il, Sin) that use the 3Dfx mini-GL, 
although it requires an updated mini-GL file, as available 
from the 3Dfx Interactive Banshee webpage. 


The Voodoo Banshee in Perspective 

From this flurry of data we can see that the Banshee is a very 
capable 2D/3D combination, representing the best value 
In Its price strata of approximately $100 US. Itmatches the 
Voodoo2 and TNT step-for-step, except in games involving 
multi-texturing. This is a remarkable value. You get one of 
the best performing 2D chips combined with 16 MB of 
high-speed SGRAM or SDRAM, the basic Voodoo2 3D 
engine running ata higher clock rate, providing a very fast 
Direct3D, Glide and OpenGL game platform. There must 


besome compromises made in order to achieve this result, 
as shown in Table 12. 


Table 12. Banshee Design Issues 
Single TMU 

16-bit rendering 

AGP 1x 

No AGP texturing 

Edge Anti-Aliasing 

16-bit Z-buffering 

Texture size 256x256 pixel limit Fag 
8-bit Palletized textures 
No SLI support 
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These design factors were purposefully chosen by 3Dfx, 

and, with the exception of the single texture memory unit, 

represent design specifications of the entire Voodoo2 and 

3 family of chipsets. There is considerable debate about 

these choices and the impact they have primarily on image 

quality. With competitive chipsets sporting 32-bit render- 

ing, 24-bit z-buffering, and super-sample anti-aliasing, and 

full AGP 2x support with Direct Memory Execution of tex- 

tures from system RAM, 3Dfx has been under attack and 

forced to defend these choices. From my experience, the 
absence of these features rarely is evident in game-play, and 
to incorporate them would either penalize frame rate or 
force 3Dfx to make other compromises to the basic engine. 
This situation is in flux as game developers explore larger 
textures and True Color art supported by other chipsets, 
such as the TNT. This does not come without a price in 
terms of performance and cost, as well as image quality in 
other ways. The competitive chips that can perform AGP 
texturing and 32-bit rendering make other compromises 
such as absence of palletized textures, which affects game 
compatibility (e.g., Final Fantasy 7) and performance (e.g., 
Unreal) 


The Banshee represents a significant breakpoint in 3Dix’s 
history as they establish a mainstream presence. It presages 
the Voodoo3 with its high-performance 2D core and 
Voodo?2 heritage. It defines one end of the spectrum for 
3Dfx and sets a very high standard for a $100 graphics 
card. Even after the launch of the Voodoo3, the Banshee 
will have a valuable position as the base card for 3Dfx’s 
expanded line, consistent with their well-considered strat- 
egy of offering products at all price and performance 
levels. 


fee = IR ee eS 


Web Resources for the Banshee 


® 3Dfx’s Banshee webpage: http://www.3dfx,com/products/voodoo_banshee.html 


* 3Dfx’s Official Banshee FAQ: http://www.3dix.com/docs/vb_faq/vb_faq.html 


® Bills Workshop Banshee Guide: http://www.billsworkshop. 
® TennMax: http://www.tennmax. 


index.html 


hip com/ : 
Brett Jacobs’ Quake Il Tweak Guide: http://www.voodooextreme.com/3Fingers/ 
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www.unionreality.com 






Union Reality bear 


Company? Union Technology Group 
Prices ‘99.95 

Hey! Stop laughing! Yes, the motion 
tracking headset from Union Reality actual- 
ly does work. As ridiculous as it seems, the 
plastic helmet does work well with select 
games. 

The total package includes three parts: 
the headset, the infrared receiver and a 
cheap-’n’-cheesey gamepad. The helmet 
has been designed by Pininfarina, the same 
Italian company that designs Ferarris, but it 
doesn’t quite have the same classic design 
as a $500,000 sportscar. Once you clamp 
the helmet onto your skull, you look a bit 
like Mega Man, the Japanese console action 
hero, and can’t help but feel a bit sheepish. 
It's also got a built-in microphone so, if 
voice recognition ever becomes a factor in 
gaming, you're already outfitted. 

The UR Gear works by shooting three 
infrared beams at the receiver, which sits on 
top of your monitor. You’ve got to go 
through a quick calibration process before 
you can play games, in order to get the 

receiver in tune with your forehead. 








www.midiland.com 






The gamepad is definitely not going to 
be replacing your Sidewinder anytime 
soon, but it does the job if you don’t have 
any other gaming devices nearby. UR has 
thoughtfully included an innovative Double 
Device Technology, which allows you to 
plug in your own joystick, gamepad or 
steering wheel instead. 

It does look kinda goofy, but it works 
with minimal lag, which is more than you 
can say for head-mounted tracking devices 
of the past. The UR Gear works a lot faster 
than the olden crap, so you don’t have that 
slo-mo nausea that used to creep up ona 
user. Turning your head back and forth with- 
ina game is much more natural and realis- 
tic, with little appreciable pause or stutter. 

Unfortunately for UR, the best demo of 
the helmet seems to be Jedi Knight, a game 
which looked somewhat dated on its initial 
release and has not really stood the test of 
time. But it does work, dammit. It does work 
with Incoming, particularly well when you 
play as a turret and F-22 Total Air War, but 
don’t ask me to describe that experience, 


Midiland $2 4050 Speakers 


Company: Midiland 
Prices 49.99 
The first impression of the 
Midiland S2 4030 speakers is how 
well designed they are. It’s obvious 
that the engineers at Midiland know 
their stuff. The three piece speakers 
are nicely sculpted and are con- 
trolled by a fourth piece called a 
“control module”. This module is the 
best feature of these speakers. It can 
be mounted in an empty 5 1/4 drive 
slot in the front of your computer or, 
if that is out of reach, you can set it on 
your desk. The module has knobs for 
Volume, Balance, Treble and Bass. It 
also has buttons for Mute, Loudness, 
Input (A or B selection) and a 3D 
enhancement called “3DSP.” This 
widens the soundfield to make the 
sound from two speakers sound like 
it’s coming from all around. This fea- 
ture works surprisingly well, howev- 
er it added a slight hiss and harshness 
to the upper frequencies. It’s a nice 
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feature to have, but it’s not a replace- 
ment for a well-matched 4-speaker 
setup connected to a MonsterSound 
or SB Live. 

The 4030s sound very good. The 
subwoofer emits very natural low fre- 
quencies without booming and 
blends perfectly with the satellites. 
However, this particular model's 
Achilles’ Heel is that its simply under- 
powered for the price. The satellite 
speakers are 7 1/2 watts apiece and 
the subwoofer is a meager 15 watts. 
Cranking the volume knob all the 
way without playing anything causes 
a slight hiss of white noise to be pre- 
sent in the speakers. While playing 
music or games, the amp can go toa 
moderately loud level, but going 
even slightly above this moderate 
level causes excessive distortion. In 
other words, these speakers sound 
very good but, to keep the price 
down, Midiland chose to keep the 
power low. 






















please. I’m still motion sick. Supposedly, 
Activision and Dynamix are all a-twitter 
over the UR and plan to include support for 
the headset in upcoming titles like Heavy 
Gear Il, Interstate ‘82 and Starsiege. 
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LAMe JUST OK 


by Chris Kramer 





Bottom line... If you don’t want to 
annoy the people in the other room, 
these speakers have incredibly accu- 
rate and rich sound and the control 
module is tops. However, if it’s power 
you want, the big brother $2 4100s 
are probably more up your alley (yet 
quite a bit more expensive). For more 
info on these products, head to 
http:/Avww.midiland.com. 
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by Dave Whittle 


www.diamondmm.com 


Diamond MonsterSound 

















| 











Company: Diamond Multimedia 
Price: 99.95 


If you're in the market for a new 
sound card, we've got some good 
news. The next generation sound 
cards are here and they are very 
affordable to boot! We mentioned 
the Creative Labs’ Sound Blaster 
Live! Value Edition in the last issue 
($99), and Diamond Multimedia, 
will not be outdone. Their latest in 
an award-winning line of 
“MonsterSound” cards is the 
MX300 and it’s the same price as 
the CL offering. 

Packed with the high quality 
Vortex2 sound chips from Aureal, 
this card accelerates DirectSound, 
DirectSound3D and, best of all, 
A3D 1.0 and 2.0. As of this writing, 
it also includes support for EAX 
(environmental audio extensions) 
in software and a promised future 
driver will include it via hardware. 
This makes the MX300 the card 
that supports the most audio for- 


www.wickedad.com 


Wicked3D eyeSCREAM 


Company? Metabyte 
Price: ‘129.95 

Sure we SAY we are gaming in 3D, but 
truth be told it’s still all on a 2D monitor, right? 
It wouldn’t be a real 3D experience unless 
that grenade lobbed out of the monitor or the 
hockey puck smacked you in the nose. If you 
are crazy enough to want an experience 
something like that, then Metabyte is here to 
the rescue with a pair of stereoscopic glasses 
called eyeSCREAM. 

While you may make fun of the product's 
name, they do what they say they will do and 
do it very well. EyeSCREAM is based on the 
43D wireless glasses that have been available 
for some time now. These are glasses you 
wear that give Voodoo games true depth into 
and out of your monitor. If someone fires a 
rocket at you in Quake2, you will find your- 
self ducking back out of the way! The prob- 
lem with the original H3D model was the 
amount of supported games that would run in 
3D could be counted on one hand. 
Fortunately, the engineers at MetaByte (who 
design the best Voodoo? drivers hands-down) 


mats. The 3D sound 
steering on this card is 
amazing and has to be 
heard to be appreciated 
(even better then the 
Live!). Sound effects 
seem to come from left, 
right, behind, and even 
above and below you. Wave files 
are clean and strong, and MP3 
audio is full and crisp. The software 
includes a 10-band graphic EQ so 
you Can fine tune the sound to your 
Particular taste. If you combine this 
card with a good matched set of 4 
speakers, then you will be in audio 
heaven. 

The complaints are few but 
strong. The card shipped with 
immature drivers, and download- 
ing the latest drivers from Diamond 
(www.diamondmm.com) is a 15+ 
meg pain! Also, the quality of the 
MIDI is fair, at best. If you area 
MIDI fan, you'll probably want to 
take advantage of the wavetable 
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developed not only native support for their 
Wicked3D board but also driver support for 
any Voodoo?2 board. Even better, they upped 
the number of supported games to well over 
200. Most all of the big Glide and Direct3D 
games can now be played in full 3D, thanks 
to these glasses. (If you bought the original 
glasses from H3D, visit the MetaByte website 
at http://www.wicked3d.com/ for info on 
how to purchase the new eyeSCREAM glass- 
es driver) 

The glasses work via a LCD shutter sys- 
tem. A small box plugs into your Voodoo? 
card and a cable runs up to a transmitter on 
top of your monitor. This transmitter sends the 
shutter information to the wireless glasses 
and... heck, it's all pretty amazing that it works 
at all but it works very well! The glasses are 
lightweight and fairly comfortable, even if 
you have to wear regular glasses underneath. 

It's not perfect... the shutter method does 
darken the picture a bit and there can be 
some “ghosting” of bright objects in dark 
rooms (like a torch in Quake). The method it 
uses to separate each eye cuts the vertical res- 
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connector to replace the default 
samples. Lastly, the cool digital 
effects featured on the CL Live! 
card (reverb, echo, chorus, etc) are 
absent from this card and they are 
missed. 

If you play Thief or Half-Life 
through an old sound card and/or 
cheap speakers, then you are real- 
ly missing half the impact of these 
games. The MX300 supports the 
most audio formats and has the 
best 3D positional sound bar none. 
It's a great compliment to any killer 
gaming ri 
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It’s Not The 3D Grandpa Had! 

AY ae 
olution in half, so the image isn’t as sharp 
playing it the old-fashioned 2D way. Getting 
some games setup with the glasses isn’t an 
automatic process and may take some trial- 
and-error. Also, the glasses either look cool 
by some people's definition, to “extremely 
geeky” to others. But, all in all, if you like to 
mess with gadgets and want to see what 
games look like in “true 3D", the MetaByte’s 
Wicked3D eyeSCREAM pushes 3D gaming 
to new dimensions. 





by Dave Whittle 
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f ] ia} O O £ Another Breakout Year for 3Dfx 


greg Ballard 


Greg Ballard joined the 
company as president and 
chief executive officer of 
30fx Interactive in 
December (986. Since then. 
he has been instrumental 
in leading the content and 
branding efforts that 
position 30fx Interactive as 
the premier 30 
entertainment company. 


- FINAL WORD 


Honestly, it feels almost foolish to peg 1999 asa breakout 
year for 3D£x Interactive. Think about it; 1998 is just behind 
us, and that was a breakout year in itself. In November, 
we debuted Voodoo3, the fastest graphics chip ever for the 
PC. Meanwhile, a host of PC makers, including Gateway, 
Micron and Packard Bell, announced that their new PCs 
would pack Voodoo technology as they made their way 
to millions of current and future Voodoo fans. The popularity 
of Voodoo-based add-in cards, too, has never been greater: 
From October to December, U.S. retailers told PC Data that 
their five bestselling game/performance graphics accelerators 
were all based on 3Dfx chips. In fact, 3Dfx-based boards 
dominated PC Data’s Hits List in much the same way as it 
had all year, We also made 1998 memorable by announcing 
our plans to merge with board maker STB Systems, Inc. — 
paving the way for the first-ever 3Dfx branded consumer 
product. 


After all that, can 1999 really be a breakout year for 
3Dfx? You bet. 

The best way to understand how is to fast-forward to this 
time next year, What consumers experience on PC screens 
in early 2000 will look and sound and feel significantly more 
exciting than even today’s hottest interactive games and 
content, Several factors will make this happen, not the least 
of which is the breakneck pace at which we are evolving 
our graphics technology. 

Advanced 3D acceleration is one of the fastest-growing 
areas of computing, and it is quickly becoming bedrock 
technology in mainstream multimedia machines. As the 
personal computer has evolved into a powerful and popular 
entertainment platform, graphics acceleration has become 
a means by which computer users experience 
unprecedented realism and interactivity on their home PCs. 
Indeed, it has become difficult to purchase a consumer- 
configured system that does not include some core 3D 
graphics technology. 

Analysts predict that, this year, 40 to 50 million American 
consumers will have access to advanced 3D technology on 
their home systems. The future looks equally promising. 
Adyances in 3D technology, combined with steadily 
decreasing price points, ensure that by mid-next year, nearly 
every new PC sold will include 3D graphics. 

Why the growing demand for 3D? Recent game titles 
such as Quake II and Unreal leave little doubt. The 
appearance, interactivity, and playability of these 
entertainment experiences have improved immeasurably 
with the advantages of 3D acceleration. Three-dimensional 
graphics have propelled the PC industry into a surprising 
rebirth, and there is no doubt that PC games are a force to 
be reckoned with in the computer retail market of today. 


Recreating Reality 

The three-dimensional perspective from which people 
interact with and interpret their surrounding requires an 
enormous amount of graphics power. The process of 
recreating these 3D environments in games and other visual 
applications is defined by constant innovation. A graphic 
chip’s sole function is to recreate reality. It does this by 
accelerating the rendering process of complex objects and 
environments. By presenting that information three- 
dimensionally, it allows us to immediately recognize what's 
going on. For gamers in the throes of play, that’s a matter 
of life or death. 

The concept is simple enough. But making it happen 
is an extraordinarily difficult task. This year, 3D£x will get 
much closer to that goal. 


We'll do that with Voodoo3, the world’s fastest 3D and 
2D graphics technology for PCs. We'll do it with software 
drivers highly optimized for the Pentium III processor, which 
promises to be the engine inside the industry's hottest boxes 
in the coming year. We'll do it by delivering our first consumer 
products — the 3Dfx Voodoo 3000 line of graphics 
accelerator boards. And we'll do it by continuing our 
commitment to deliver a sustained, real-life performance 
rate of 60 frames per second — the only benchmark that 
hits gamers and entertainment consumers right where they 
live. 

To a great extent, this is work we already have well in 
hand, In fact, for the first time, there’s a gap between what 
is technologically possible and the capability of developers 
to meet that potential. We work closely with developers to 
make sure that gap is as narrow as possible, and that the 
content created and optimized for 3Dfx technology flexes 
every muscle we have. 

This coming year, those efforts will only intensify. The 
result? Consumers will begin to see true arcade-quality 
games and applications delivered to the vast home PC market. 
In other words, just about everybody will experience the 
same sweaty palms that Voodoo fans have known for years. 


The Third Eye & the Killer App 

Best of all, this is a constant work in progress. Each of us 
— developers and users alike — continually explores, molds, 
and defines what 3D will ultimately become. Graphics 
standards continue to push the envelope of what is possible. 
We're all out here on the digital frontier, and 3D graphics 
provides a third eye with which to explore it. 

What's more, there’s no doubt that, as 3D graphics 
acceleration becomes standard, developers of other software 
applications will be quick to take advantage of the possibilities 
it presents. Pioneers such as Microsoft’s Chromeffects, Portola 
Dimensional Systems’ Fremont SE,and Viewpoint Data Labs’ 
Live Art,are enabling mainstream consumers to experience 
computing in the third dimension. 

The technology world reels with predictions about how 
today’s most advanced products will soon be commodities; 
how experiences of the future will be sophisticated, 
immersive virtual worlds, with a high degree of interactivity. 
All of this is great. Because, as PC, Web and cable TV content 
developers search for the“killer app” that makes their medium 
indispensable, we at 3D£x know that all killer apps will have 
something in common;They will be visual. They must be, 
in fact, for them to truly penetrate every corner of the 
consumer world. 

Better still, these visual applications will be driven by 
high-performance, low-cost 3D and 2D graphics technology. 
Sound familiar? It should. Because we've been designing 
to that model for years, in an all-consuming effort to make 
people care more passionately about their 3D graphics chip 
than any other part of their PC. 

This is the year that 3D technology meets the mainstream, 
with market demand continuing to seek those applications 
that are better, faster, more realistic and more interactive. 
The 3D technology we're building today will power the 
digital worlds of tomorrow — whether they take you to a 
new, lip-biting game level, or perhaps somewhere entirely 
unexpected. Those graphics companies willing to embrace 
its possibilities will blaze the future of computing into the 
new millennium. Those that don't will be vaguely 
fae as the makers of technology that was cool for 
a while, 


Will 1999 be a breakout year for 3Dfx? You tell me. 








PC Gaming Comes of Age. 


3Dfx Interactive Salutes the Independent Developer. 
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Force Feedback Wheel Force Feedback Pro Joystick 









Meet the) Microsoft® Sidewinder™ Force Feedback Wh processor. And) with Game Controle S flare youl|can| program : R Pe, 
‘Force Feedback Pro Joystick. Feel) the force) of : 


i buttons to the actions in the games: Did|we|mention)youjcanjuse * MICROSOFT 3 
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Microsoft Urban Assault™ comes fee with the Force Feedback Pro. 
Microsoft Monster Truck beta ‘2 and g Uicrosolt CART sector BEGUEES come free with the Wheel. 


Want more? Visit microsoft.com/SideWinder 
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compatible witha ton of software, So you can understand why we want stuff to look accurate. _ 
ar at our fingertips, it pays to occasionally get outside and do a litle, shall we say, research d fr 
present computer with a 3dfx Voodoo3” board, or make sure it’s built into your next one. 3 A 
For more information check out our website at www.3dfx.com. So powerful, it’s kind of ridiculous. 


| 
| 


Deamatuzatantt for es rece, nanaty aes Manet uy my rym 














. 7 


BRAVEHEART 
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Braveheart TM & © 1999 Paramount Pictures and 20th Centui 
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